ANALYSIS 


a EE: 


o F 
© HM 3 2 
Br Mk. FHEIL ESR, 


IMPROVED AND GREATLY ENLARGED, 


TO WHICH ARE ADDED, 


SEVERAL PARTIES, PLAYED BY THE 
AUTHOR BLINDFOLD 


AGAINST 


THREE ADVERSARIES 


L-Q. MN 0K 
Painted For P. ELMSLY, is TAE STRAND. 


M DCC XC, 


CONTENTS 


Page. 
- Firſt Party of Salvio Gambit = = 1 


Second Party Salvuio Gambit = = = 18 
Supplement to the firſt Gambit in the firſt 


Volume = — — — — 2 - -' 26 


Supplement to the third Party of the firſt 
Volume = = = = = 34 
Check-mate with a Rook and a Biſhop 
againſt a Rook = — = = 40 
Check-mate with a Biſhop and a Knight 56 
Several ends of games won or drawn, Sc. 91 


Rules of the game = = = — 127 


ABBREVIATIONS. 


K. king. 
Q.—————=—-Queen. 
"JV BRAG Rook. 
Kt. --Knight, 
B. -Biſhop. 


P. ——-- Pawn. 


ANALYSIS, &c 


. 3 
FIRST PARTY 


Of the SaLvio Gambits, 


With three back games, 


Is 


Nh. The K. P. two moves. 
Bl. > The ſame. 


2. 


Wh. The K. B. P. two moves, 
Bl. The K. P. takes the P. 


3. 
Ih. The K. Kt. at the third ſquare of his B. 
Bl. The K. Kt. P. two moves. 
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4. 
JVh. The K. B. at the fourth ſquare of his 
5 | 
Bl. 1K. Kt. P. one move. 
5. | 


Wh. The K. Kt. at the adverſe K. fourth ſquare, 
* 


Bl. The Q. gives check. 


6. 


Wh. The K. at its B. own ſquare. 
Bl. The K. Kt. at his B. third ſquare. Ca 


en 


(a) Doctor Salvio, in his Treatiſe, printed 
at Naples, in the year 1723, lays down this 
defence of the Gambit, but without examin- 
ing thoroughly any combination; the great 
number of moves which ariſe and ſucceed one 
another at every inſtant in this party, may 
very poſſibly have prevented him from ana- 
lyzing and calculating this matter. 


C4) 


; 7 
NB. The Q. at her K. own ſquare. (6) £2 
Bl. The Q. takes the — 


Bl. The K. Kt. takes 
* 


Wh. The K. OY P. (4) 
<2 


N AO RN 


2 This move may be palyed many different 
ways; two only are however eligible: the firſt, 
to take the pawn with the Biſhop, and give 
check; the other, to play the Queen's pawn 
two moves -a ſubject of two back games. 


(c) If, inſtead of taking your Queen, he had 
puſhed his King's Knight's pawn, you muſt 
have taken his King's Biſhop's pawn, giving 
check, and then have played your Knight to 
your King $ Biſhop's third ſquare. 


(d) Had he puſhed his Queen's pawn one 
move, inſtead of taking your pawn with his 
Knight, you muſt have taken his King's 
Biſhop's pawn with your Knight, and ſacri- 
ficed your two pieces for two pawns and a 
Rook ; the ſubject of a back game. 


B 2 
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9. 
Wh. The K. B. takes the P. and gives check. 
Bl. The K. at his ſecond ſquare. (e) 


| 10. 
Mb. The K. B. at his Q. Kt. third ſquare. (f) 
Bl. The K. Kt. at the third ſquare of his B. 
2 
A 


II, 


I: Wh. The Q. P. two moves. 
| Bl. The Q. P. one move. ( 


| KO F-E 
| (e) If he had moved his King to his | 
Queen's ſquare, it would have been your 
game, to have drawn back your King's Biſhop, 
in order to give double check with your 
Knight, or make him loſe a turn. 

{f ) In this ſituation you muſt win either a 
l pawn, or the change of his King's Rook againſt 
lj pour Knight. 
| ( Had he puſhed his Queen's pawn one 
0 move, it would have been proper to have 
(i attacked his Rook with your Knight, and 
ik then to take his Queen's pawn with the ſame 
| Knight, leaving his Rook expoſed to your 
King's Biſhop. 

(It would be bad play to attack his Rook 

| with your Knight, who being without a 
i retreat, would be at length forced and 
| taken, 
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C5 ) 
12. 


Wh. The K. Kt. at his Q. third ſquare. 
Bl. The K. P. one move. (i) 


13. 
Wh. The K. Kt. P. takes the P. 
Bl. The P. retakes the P. 


14. 
Ih. The K. at his B. ſecond ſquare. 
Bl. The Q. B. at the adverſe K. Kt. fourth 


ſquare. 
15. 
Mb. The Q. B. at the adverſe K. Kt. fourth 
ſquare. 


BI. The Q. Kt. at his Q. ſecond ſquare. 


. 


i Being no longer able to ſuſtain this 
pawn, he puſhes it: you muſt readily take it, 
becauſe all pawns ſeparated and advanced on 
your ground muſt be loſt. 


3 
16. 


Wh. The Q. Kt. at his Q. fecond fquare. 
Bl. The Q. R. at his K. own ſquare. ( 


Dt © Bp es 


ln this poſition the white have cer- 
tainly the advantage, their pieces being diſ- 
poſed in a better order; nevertheleſs, this 
manner of playing the Gambit is no ways 
advantageous againſt a player, to whom a 
piece is granted, though this party, when 
played without any odds, is a very good 
one. 


. S2 „ 
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FIRST BACK GAME, 


On the 7th move of the White. 


7 
Ih. The K. B. takes the P. and gives check. 
Bl. The K. to his ſecond ſquare. (a) 


NIS. 


(a) Salvio here directs the removal of the 
King to his Queen's ſquare; but, aſter the 
moſt exact calculations, I think it would be 
better to play the King to his ſecond ſquare: 
that the reader, however, may the better be 
enabled to judge of the game, I will ſet forth 
both ways of playing, adding a variable on the 
eventh move of the black. 


E 
8. 
Wh. The K. B. at his Q. Kt. third ſquare. (7 
Bl. The Q. P. one move. (c) 
9. 


Wh. The K. Kt. at his Q. third ſquare. (d) 
Bl. The K. Kt. at his R. fourth ſquare. 


10. 


Ih, The Q. at her K. own ſquare. 
BI. The K. Kt. P. one move. (e) 
11. 

Wh, The K. at his Kt. own ſquare. ( 
Bl. The K. B. at his Kt. ſecond ſquare. (g * 

1 2. | 
Wh. The 8 P. one move. | 
Bl. The Q. at her K. Kt. fourth ſquare. | 


13. 


Wh. The K. B. at his Q. own ſquare. 
BI. The Q. B. at the adverſe K. Kt. fourth 


ſquare. 
14. 


1h, The K. B. takes the Q. B. 
Bl. The Q. retakes the B. 
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% You are forced to withdraw this Biſhop, 
in order to avoid the loſs of a piece. 


(c) If he had taken your King's pawn with 
his Knight, you muſt have played your Queen 
to your King's ſquare, to offer an exchange of 
Queens, which would re-eſtabliſh your game 
in a ſtate of defence; but if, inſtead of puſh- 
ing this pawn, he had played his Knight to 
his King's Rook's fourth ſquare, you {ſhould 
have taken his King's Knight's pawn with 
your Queen, permitting afterwards to give 
double check: then, by taking his Knight 
and ſacrificing your Rook, your ſituation 
would become very advantageous. 


(d) This is a very bad retreat for your 
Knight ; but if you had attacked his Rook, 
your piece would have been forced—it is the 
adverſe King, played to his ſecond ſquare on 
the ſeventh move, that has thrown you into ſo 
perplexing a ſituation. 


(e) If he had given double check with 
his Knight, you would have won a piece by | 
removing your King ; and if he had exchanged 


Queens, you would have put an end to his 
attack. 


This move is very requiſite, to diſen- 
gage your King's Rook. 


(g) If you were to take this pawn with 


yours, he would inſtantly give you check 
Mate. 


E 


15. 


Wh. The K. R. P. one move. ( 
Bl. The Q. at his K. Kt. third ſquare, 


16. 


Wh. The Q. at her K. ſecond ſquare. (9 
B/. The Q. Kt. at his Q. ſecond ſquare. 


a7. 
Wh. The K. Kt. at his K. own ſquare. (þ) 


F 

| N 
. 
7 
| i 
: 

: 
: 


n 


Nr 


(þ) It is better to puſh this pawn than to 
take, becauſe he would ſettle his King's 
Knight upon your ground, 


(i) There is no other way of getting out 
the pieces of your left wing, but by bringing 
your Knight to his Biſhop's third ſquare. 


(A) In this poſition, though the black have 
the advantage, yet the game is not irrecover- 
ably loſt, becauſe the white have ſtill ſome 
chance of ſucceeding in placing their pawns in 
the centre. 


(-13 ) 


SUPPLEMENT 
To his firſt back game. 


7. 
Wh. The Q. P. two moves. 
Bl. The Q. P. one move. (a) 


8. 


Wh. The K. Kt. at his Q, third ſquare, 
Bl. The K. P. one move. 


| 9. 
Mb. The Q. Kt. at his B. third ſquare. 
Bl. The K. P. takes the P. and gives check. 


10. 


Wh. The K. retakes the P. 
Bl. The Q. gives check, &c. &c. (5) 


(a) If he had taken your King's pawn, you 
muſt have played your Queen to your King's 
ſecond ſquare. 


( It is needleſs to go farther ; you get 
again into the ſame moves of the variable of 
the firſt back game, with this difference, that 


you have one pawn leſs. 
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SECOND BACK GAME, 


On the 7th move of the black. 


* 
Wh. The K. B. takes the P. and gives check. 
Bl. The K. at his Q. own ſquare. (a) 

8. 


Wh. The Q. P. two moves. (6) 
Bl. The K. P. one move. (c) 


9. 
Wh. The Q. Kt. at his B. third ſquare. (d) 
Bl. The Q. P. one move. 


10. 


Ih. The K. Kt. at his Q. third ſquare. 
* The K. P. takes the P. 


11. 


Mp. The K. retakes the P. 
Bl. The Q. gives check. 


12. 


J/h. The K. at his Kt. own ſquare, ( e) 
Bl, The K. Kt. P. one move. 


13. 
Wh. The K. Kt. at his B. fourth Gowns, (7) 


E 
Nͤß;O— ( $% 


{a) You are no longer under the necellity 
of withdrawing your Biſhop as in the firſt back 
game, ſo that being placed on this ſquare he 
may hinder the adverſe King's Knight from 
poſting himſelf at his King's Rook's fourth 
{quare; a dangerous move. 

Had you withdrawn your King's Biſhop 
to give double check with your Knight, he 
would have played his Knight to his King's 
Rook's fourth ſquare, and ſacrificed his Rook to 
win the game. | 

(c) There were two other ways for him to 
have played this move; the firſt, to force your 
Knight to retreat, by puſhing his Queen's 
pawn upon him; the other, to take your King's 
pawn with his Knight; in which caſe you 
ſhould offer an exchange of Queens, by play- 
ing yours to your King's ſquare. 

(d) Had you taken his pawn with yours, 
he would have won the game. 

ſe) If you had moved the King to his 
Biſhop's ſecond ſquare, the black would have 
won the game, by giving check with his 
King's Knight's pawn, and at the next move 
another check with his King's Knight. 

This move forces his Queen to retreat, 
and gives you time to put your game in a good 
ſtate of defence. If you could exchange 
Queens, your condition will be {till better, for 
your pawns not only ſtand in the centre, but 
are beſides farther advanced than his. 

2 
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THIRD BACK GAME; 


On the 8th move of the black. 


8. 


The K. takes the QO. 
The Q. P. one move. (a) 


9. 


„The K. Kt. takes the K. B. P. 


The Q. P. one move. 
10. 
The K. B. takes the Q. P. () 
The K. Kt. takes the K. B. 
"Tho 
The K. Kt. takes the R. 
The K. Kt. at his B. third ſquare. (c) 
12. 
The Q. P. one move. 


The K. B. at his Kt. ſecond ſquare. 


13. 
The Q. B. P. one move. (d) 
The K. B. takes the K. Kt. (e) 


oy > 
The Q. B. takes the P. 
The Q. B. P. one move. 
15. 
The Kt. at his Q. ſecond ſquare. ( 


(17) 
R 8 4 
(a) It, inſtead of this, he had played his 
Queen's Knight to his Biſhop's third ſquare, 
you muſt have taken his Knight with yours, 


and ſuſtained your royal pawn, o OE 
that of your Queen one move, 


(6) It is better to take his pawn, than to 
let him take your Biſhop, becauſe his Knight 
ſtill remains expoſed. 


(c) He might with his Knight have at- 
tacked your Queen's Biſhop's pawn, which you 


mult then have defended with your Queen' $ 
Knight, 21 


(4) This move is neceſſary, becauſe he could 
have taken your King's pawn by facrificing 
his Knight, and afterwards have taken your 
"_ 8 Knight s pawn with his Biſhop. 


BY. He could have ſuſtained the King's or 
Gambit pawn but for no more than two or 
three moves, 


ln this ſituation, it is better to advance 
the King under the pawns, than to caſtle, 
and then you will have a better game than 
your adverſary, | 


Vol. II. | . Q 
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SECOMD PARTY 


Of the SALVIO'S Gambit, 


ub ene back game on the 7th move of the 


72 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Ihzte, 
+. 
The K. P. two moves. 
The ſame. 
2. 


The K. B. P. two moves. 
The P. takes the P. 


g. 
The K. Kt. at his B. third ſquare. 
The K. Kt. P. two moves. 


4. 
The K. B. at his Q. B. fourth ſquare. 
The K. Kt. P. one move. 


* "Sg 
The K. Kt. at the adverſe K. fourth 
{quare. (a) 
The Q. gives check. 
6. 


The K. at his B. own ſquare. 
The K. Kt. at his B. third ſquare. 


* 
The Q. Kt. at his B. third ſquare. (S) 
The Q. P. one move. (c) oy 
1 
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(a/ You might have caſtled upon this move, 
and ſuffered him to take your Knight ; but 
then you muſt have retaken his King's pawn 
with your Queen, which would give you three 
pieces for attacking his King's Biſhop's pawn, 
All your pieces would eafily get out, and be- 
fore he could bring his out and ſecure his 
King, it would be eaſy for you to regain ſome - 
advantages, 


2) If you had taken his King's Biſhop's 
pawn with your Knight, he would, by puſh- 
ing his Queen's pawn two moves, have gained 
two pieces for his King's Rook. As the ſame 
pawn might have been taken by the Biſhop, 
and check given at the ſame time, it will form 


the ſubject of a back game. 


(c) Had he brought out his Queen's Knight 
to the third ſquare of his Biſhop, you muſt 
have taken his Knight with yours, and then 
offered Queen for Queen at your King's ſquare, 


( 20. 


8 


The K. Kt. at his Q. third ſquare. (d) 
The K. P. one move. 


9 0 
The K. Et. P. one move. (e) 
The Q. gives check. 


1 
5. The K. at his B. ſecond ſquare. 
The Q. gives check. 

11. 


The K. to its third ſquare. 
The K. B. gives check to his R. mird 
| {quare. . 


12. 


. The K. Kt. covers the check. 
The Q. B. P. one move. (f) 


I 3. 
The Q. at its K. B. own ſquare. 


The Q. takes the Q. 


| | 14. 
Ib. The K. B. retakes the QO. | 
B/. The K. B. at his Kt. ſecond ſquare. (g) 


Bl. 


2 
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(d) If you had taken your King's Biſhop's 
pawn with your Knight, he would have left 


his Rook expoſed and played his King's Knigh; 


to his Rook's fourth ſquare, on purpoſe to 
give double check to your King and Rook, 
which would throw you into a diſagreeable 
ſituation, 


(e) Had you taken this pawn with yours, 
he would, by retaking with his King's Knight's 
pawn, have opened the line for his Queen's 
Biſhop, and you would run the hazard of 
loſing your Queen, or of his giving you check 
mate. 


( f ) He plays this pawn to prevent his 
Queen being forced. (See the ſituation on the 
13th move of the ſecond back game of the 
firſt Gambit, volume the firſt, page.) And 
ſhould he caſtle, or play any other way, it 
would be your game to propoſe Queen for 
Queen, at your King's Biſhop's ſquare. 


() This move, of withdrawing his Bi- 
ſhop, is of great conſequence, for by puſhing 
your King's Rook's pawn two moves, you 
would have broken all his pawns, 


C 3 


. 


22 9 


15. 
Wh. The K. R. P. one move. 
Bl. The K. R. P. two moves. 


16. 
Mb. The Q. P. two moves. (9 
. 


In this poſition your buſineſs is for each 
of you to bring out your pieces; but the 
White muſt perſiſt in not taking the King's 
Knight's pawn with his Rook's pawn, and 
then, though the Black have the advantage 
of a pawn, yet the {ſituation of the White is 
preferable, 


” 
b 2 2 


. A tag 


13 
* 
3 
49 
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BACK GAME, 
On the th move of the White. 


7. 
Ip. The K. B. takes the P. and gives check. 
Bl. The K. at his ſecond ſquare. (a) 


8. 


1/h. The K. B. at his Q. B. fourth ſquare. 
Bl. The Q. P. one move. (5) 


N ES 

(a) If he had withdrawn his King to his 
Queen's ſquare, you ſhould have puſhed your 
Queen's pawn two ſteps; by ſo doing you 
would gain a ſettled poſition, whereas by this 
move he forces you to withdraw your King's 
Biſhop, for by puſhing his Queen's pawn one 
ſtep he would gain a piece. 

(6) He had two other ways of playing this 
move, the one to take your King's pawn with 
his Knight, then you would play your Queen to 
your King's ſecond ſquare, letting him give you 
double check with his Knight ; then ſacrificing 
your Rook to take that Knight, you would win 
the game. The other way would be to play 
his King's Knight to his Rook's fourth ſquare, 
in which caſe you ought to propoſe an ex- 
change of Queens at your King's ſquare, 

C4 
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9. 
Eb. The K. Kt. at his Q. third ſquare. 
BI. The K. Kt. at his R. fourth quare. 


= 5 3 5 © 
Mb. T he Q. at her K. own ſquare. 
Bl. The Q. at her K. B. third ſquare, (c 


2 1 , 8 jd a | y 8 b 
Iſh. The K. P. one move. 
Bl. The Q. P. takes the P. 


12. 


Mp. The Q. retakes the P. and gives check. 
B/. The n the Q. 


13. 
Ih. The K. Kt. retakes the Q. (d) ; 


err. 


(c) Had he given double check with his 
 Enight, you ought to have withdrawn your 
King to his Knight's ſquare, and then he 
would loſe a piece; and had he taken your 
Queen, you ought to have retaken with your 


Knight, to facilitate the bringing out your 
Pieces. 


'4) In the preſent ſituation the White ſeem 
to have the beſt of the Game, 


— ee Em 
— — — 
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To the firſt GauBIT in the firſt volume; 


With two back games on the fifth move-of the 
Black, — the 45 dh , the White. 


Wh. The K. P. two Fx 
Bl. The ſame, 

2, 
Ih. The K. B. P. two moves, 
Bl. The K. P. takes the P. 


3. 
Ih. The K. Kt. at his B. third ſquare. 
Bl. The K. Kt. P. two moves. 


4. 
Mb. The K. R. P. two moves. 


Bl. The K. Kt. P. one move. 


| 5 
Wh. The K. Kt. at the adverſe K. fourth ſquare, 


Bl. The K. Kt. at his B. third ſquare. (a) 


(a) In the former editions, I directed the 


Black to puſh the King's Rook's pawn two 


moves. This party may be found in the firſt 


Gambit's back game. I make two different 


parties of the two other ways of playing, that 


were there omitted in the firſt, directing the 
Black to play the King's Knight to his Biſhop's 
third ſquare; and in the ſecond, to play the 


Queen to her King's ſecond ſquare. 


( 26 ) 
6 


Ih. The Q. P. two moves, ( © 
Bl. The Q. P. one move. 


7. 
Mp. The K. Kt. at his Q. third ſquare. 
B/. The K. Kt. takes the K. P. 


8. 


17h. The Q. B. takes the P. (c) 
B/. The Q. at her K. ſecond ſquare. 


- 
M. The Q. at her K. ſecond ſquare. (d) 
BI. The K. B. at his Kt. ſecond ſquare. 


09 T5 6 


(5) You might have taken his King's 
Knight's pawn with yours, but your pieces 
would then have been too much entangled ; 


nevertheleſs I ſhall make it the ſubject of a 
back game. 


(c) At preſent . he has the ſuperiority over 
you of a pawn : but you muſt obſerve, that 
this pawn which ſhould be foremoſt, being 
left behind, will remain uſeleſs till it gets for- 
wards to your King's Biſhop's fourth ſquare. 

(d) Let him have played what piece he 
would, you ſhould certainly have played the 
ſame, unleſs he had expoſed ſome pieces to be 
taken, £7 


(I ) 
IO. 


1/h. The Q. B. P. one move. 
Bl. The K. R. P. two moves. 


11. 


Fb. The K. Kt. P. one move. 
Bl. The Q. P. one move. 


12. 


Nb. The K. B. at his Kt. ſecond ſquare, 
Bl. The K. B. P. two moves. (e) 


13. 
Mp. The Q. Kt. at his Q. ſecond ſquare, 
Bl. The Q. B. at his K. third ſquare. 


14. 
b. The K. caſtles with his R. (J 
Bl. The Q. Kt. at his B. third ſquare. 


N 0: F 8 £ 


ſe) He arms his Knight with two pawns, 
but you mult forbear taking that piece, for you 
would then reunite his pawns in the centre ; 
and in that caſe, his King's Biſhop's pawn, 
now uſeleſs, would get a good poſt, and enſure 


him the game, 


(lt is better to caſtle on your right than 
on your left; becauſe your King will ſuſtain 
his Knight's pawn, in caſe your adverſary 


takes your Queen's Biſhop, 


n 
: i 
: 
: : 
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15. 
Wh. The K. to his R. ſecond ſquare. 
Bl. The K. caſtles. (g.) 


N O T k. 


( In this poſition the two games are near- 
ly even. The White muſt endeavour to car- 
ry all their forces againſt the adverſe King's 
Biſhop's pawn, in order to take it: the black, 
on the contrary, ought to ſtrive to give away 
the King's Knight, in order to reunite their 
pawns in the centre. It is eaſily ſeen, by this 
Gambit, that it is by no means advantageous 
to puſh the King's Rook's pawn two ſteps at the 
fourth move. | 


EW 


FIRST BACK GAME, 
On the 5th move of the Black. | 


got” 
Mb. The K. Kt. at the adverſe K. fourth ſquare. 
B/. The Q. at her K. ſecond ſquare. 


6. 


Ih. The Q. P. two moves. (a) 
Bl. The Q. P. one move. 


th 
Nb. The K. Kt. takes the K. Kt. P. 
Bl. The Q. takes the K. P. and gives check. 


N ® he 0 


(a) If you had taken the pawn with your 
Knight, he would not have taken your royal 
pawn, giving you check with his Queen; but 
he would have puſhed his King's Biſhop's 
pawn two moves upon your Knight, which 
you would then have removed to your King's 
Biſhop's ſecond ſquare : he then, raking your 
King's pawn with that of his Biſhop, would 
have got the advantage of poſition, 


—— ——— _— — — 


( 3* ) 


8. 
IVh. The Q. covers the check. (5) 


WO TE 


(6) In this ſituation you muſt exchange 

ueens; it is the beſt thing you can do; and 
afterwards take the Gambit's pawn. The two 
games are even. It is eaſily ſeen, that this 
way of playing the Gambit is neither of a 
very intereſting nature, nor affords the ſame 
after games or numberleſs variations that ſpring 
from Salvio's Gambits, 


1 


SECOND BACK GAME, 
On the 6th move of the White. 


6 


Nb. The K. Kt. takes the Kt. P. (a) 
Bl. The K. Kt. takes the K. P. ( 


5 
Mb. The Q. at her K. ſecond ſquare, 
BI. The ſame, (c) 


NOTE 8. 


(a) If you had played your King's Biſhop 
to your Queen's Biſhop's fourth ſquare, to at- 
tack his King's Biſhop's pawn, he would have 
removed his Queen to her King's ſecond ſquarez 
and your polition would not have been a good 
one, 


(5) It would have been bad play in him to 
take your Knight with his own. 


(c) He is forced to ſuſtain his Knight with 
his Queen, leſt he ſhould loſe him, yet he 
might without danger have ſuſtained him, by 
puſhing his Queen's pawn two moves : in this 
caſe you muſt have removed your King's 
Knight to his Biſhop's ſecond ſquare. 


T7 
U 

1 

1 


. or IO 


(33 } 
8. 


Wh. The Q. Kt. at his B. third ſquare. (d) 
Bl. The K. Kt. at the adverſe K. Kt, third 


ſquare. 


9. 
Wh. The O. takes the O. 
Bl. The 81 B. retakes 85 Q. 


10. 


Fh. The K. R. at its ſecond ſquare, 
Bl. The Q. P. two moves. (e) 


II. 
Wh. The K. Kt. at the adverſe K. fourth 
ſquare. X 
Bl. The 9 P. one move. 
* 12. 


Mb. The Q. P. two moves. 
a. The K. Kt. at his B. fourth ſquare. 


15 
Wh. The K. Kt. at his B. third ſquare. 
BI. The K. B. at his Q. third ſquare. 


14. 
Wh. The K. B. at his Q. third ſquare. ( 7) 


(WJ 


N 16 


(d) You play this Knight to hinder him 
from puſhing his Queen's pawn two moves ; 
but if, contrary to your expectation, he ſhould 
play this ſame pawn, you may take it without 
danger. 


(e) If he had played the Knight to his 
King's Biſhop's fourth ſquare, you muſt havg 
attacked his King's Biſhop with your Queen's 
Knight, to get rid of him ; and if he had af- 
terwards taken the Rook's pawn and given 
check, you ſhould have taken his Biſhop with 
your Rook, to give him double check with 
your Queen's Knight. 


(/) In the preſent condition, both games 
are nearly even: the Gambit's pawn muſt in 
time be taken, as it is ſeparated, and cannot 
be ſuſtained, but by the pieces. 


Vor. II. D 


18989 


r. M. EN 


To the third Pax rv of the firſt Volume. 
With one Back Game on the 7th move of the 


White, 
A 
Bl. The K. P. two moves. 
I/h. The ſame. 
2. 


Bl. The K. Kt. at his B. third ſquare. 
I/h. The Q. P. one move. 


3. 
Bl. The Q. P. two moves. 
Wh. The K. B. P. two moves. 


4. 
Bl. The Q. P. takes the K. P. 
Ih. The K. B. P. takes the P. 


Fo | 
Bl. The K. Kt, at the adverſe K. Kt, fourth 


{quare. 


Mh. The Q. P. one move. 


Bf = 
6. 


Bl. The Q. P. one move at the adverſe K. 
third ſquare. (a) 
1/h, The K. Kt. at his R. third ſquare, 


7. 
Bl. The Q. B. P. two moves. 


Ah. The Q. P. one move. ( £4 DD” 


N 0 :47:-:% 


(a) It is better to play this pawn two ſteps, 
than to give check to the Queen, which would 
bring on a ſeries of very puzzling moves; 
whereas at preſent, whether he takes the 
King's pawn, or the King's Knight, you will 
find ways to defend yourſelf. | 


(b) If you had ſuſtained your Queen's pawn. 
with that of your Queen s Biſhop, you would 
have loſt the game; but in this ſituation he can- 
not take the pawn that is upon the line of your 
King, without loſing the one that is at your 
King's third ſquare. There is yet another 
way of playing, which would be to give check 
with the King's Biſhop : it will make the ſub- 
ject of a back game. 

D 2 


636 
K 1 8. 
BI. The K. Kt. takes the P. 
Wh. The K. B. gives check. 
9. 
Bl. The Q. B. covers the check. 
Mb. The B. takes the B. 


10. 5 


Bl. The Q. Kt. retakes the B. 
Wh. The K. caſtles. (c) 


NO TX. 


(e.) In this ſituation the White have certain- 


ly the preference, their pieces being better 
placed. 


(29 <2} 


1A ˖ ˖ ↄ— 4 
On the 7th move of the White. 


7. 
Bl. The Q. B. P. two moves 
Wh. The K. B. gives check. 


8. 


Bl. The Q. Kt. at his B. third ſquare. (a 
Wh. The Q. P. one move. 


9. 

Bl. The Q. R. P. one move. 

Wh. The K. B. P. at the adverſe K. third 
ſquare. (6) n 


10. 


Bl. The Q. R. P. takes the K. B. 
Wh. The Q. takes the K. Kt. 


N ::% 


(a) Had he covered the check with his 
Queen's Biſhop, you muſt have taken his 
King's Knight with your Queen. 


(6) If he takes this pawn with his King's 
Biſhop's pawn, you ſhould begin by taking his 
Queen's Knight and give check : then retake 
his King's Knight with your Queen. 


D 3 


( 38 ) 
11. 


Bl. The Q. takes the Q. P. 
Mp. The WK. at his B. fourth ſquare. 


12. 


Bl. The Q. at the adverſe K. fourth ſquare. (o 
Ih. The P. takes the K. B. P. and gives check. 


13. 
B/. The K. takes the P. 
Wh. The Q. gives check. 


14. 
Bl. The K. Kt. P. one move. 
IWh. The Q. gives check at the ady erſe * 53 
fourth ſquare, 


N 15. 
BI. The Q. takes the Q. : 
Ih. The K. Kt. retakes the Q. 


16. 


Bl. The Q. B. at his K. B. fourth ſquare. 
1h. The K. Kt. takes the P. 


17. 
Bl. The K. B. at his Kt. ſecond 5 
Ab. The Q. B. P. one move. 


18. 


BJ. The K. R. to his K. own ſquare. 
. The K. Se and got the beſt, 


[0 


N O K 


(c) If he had taken the pawn that is at his 
King's third ſquare, and attacked your Queen, 
you mult have taken his with your Knight; 
and if he takes your Queen, you will be able to 
give double check to the King and Rook, which 
would enſurc you the Game. 
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IE 1-H 0D 


Of giving Check-mate with a Rook and a Biſhop 
againſt a Rook. (a) 


Situation of the White, 


The K. at the adverſe K. third ſquare. 
The R. at its Q. B. ſquare. 
"The B. at the adverſe K. fourth ſquare. 


Situation of the Black. 


The K. at his home. 
The R. at its Q. ſecond ſquare. 


I, 


Wh. The R. gives check. 
BI. The R. covers the check. 


2. 
IVh. The R. at the adverſe Q. B. ſecond 
ſquare. 
Bl. The R. at the adverſe Q. ſecond 
ſquare, (6b) 


(4) 


N AA 


(a) In the former edition (of 1749) I ap- 
pointed this ſituation as the beſt for the Black, 
and, beſides, the only good one to make a 
proper defence : but, as many lovers of this 
game deſire to know the means of forcing 
the Black in the preſent poſition, ſome in- 
ſtructions agreeable to it will be given in my 
ſubſequent annotations, 


( To give check-mate, you muſt force 
your adverſary to place his Rock either at your 
Queen's ſquare, or at your Queen's third 
ſquare. In either poſition, the game muſt 
be won, after a few computed moves. 


11 


3. 
Jh. The R. at the adverſe Q. Kt. ſecond 
lquare-: (c). - 
Bl. The K. at the adverſe Q. ſquare. (d) 
4. 
Ib. The R. at the adverſe K. Kt. ſecond 
| ſquare. 
B. The R, at the adverſe R, B. ſquare. (e ) £2 
+ 1. 


JV. The B, at his K. Kt. third ſquare, 
Bl. The K. at his B. ſquare, (/) 2 


6. 


IVb. The R. at its K. Kt. fourth ſquare. 
B/. The K. at his home. (g) 


7. 
1/7. The R. at its Q. B. fourth ſquare. 
BI. The R. at the adverſe Q. ſquare. ( £2 


8. 


Ib. The B. at his K. R. fourth ſquare. 
/. The K. at his B. ſquare. 


9. | : 

Ih. The B. at the adverſe K. B. third ſquare- 

B/, The R. gives check at the adverſe K. 
ſquare. 


6 
N FE: 


(c) He is now obliged to play his Rook to 
your Queen's fquare, or to your Queen's third 
ſquare, 

(d) You have already forced him to play 
his Rook to one of thoſe ſquares where he 
muſt abſolutely loſe the game : but this is 
not enough ; for your Rook muſt not be far- 
ther from your King than the diſtance which 
a Knight, by a ſingle regular move, may go. 
If you were to play your Rook to its Queen's 
Biſhop's ſecond ſquare, he would play his 
Rook to your Queen's ſecond ſquare ; and you 
muſt be eternally beginning afreſh : whereas, 
by paſſing your Rook on your right, he muſt 
neceſſarily, to ward off the check-mate, play 
his Rook to your King's Biſhop's ſquare, which 
is no better than that of his Queen. 


4 * 


(e) As he might have played his King to 
his Biſhop's ſquare, we will make it the ſub- 
ject of a back-game. 

He could have played his Rook to your 
King's Biſhop's third ſquare. The ſubje& of 
another back-game, 

(gz) He brings back his King, ſo that he 
may be 1n readineſs to cover the check. of your 
Rcok. 

He might have played the King to his 
Biſhop's ſquare, The ſubject of the laſt back- 
game, | 


{ 44 9) 


| 8 * 8 
Wh. The B. covers the check. 
Bl. The K. at his Kt. ſquare. 


11. 
Wh. The R. at its K. R. fourth ſquare, * 


muſt win. 


FIRST BACK GAME, 
On the 4th move of the Black. 


4. 
Wh. The R. at the adverſe K. Kt. ſecond ſquare, 
BI. The K. at his B. ſquare. 


2 

N. The R. at the adverſe K. R. ſecond 
ſquare. (a) 

BI. The R. at the adverſe K. Kt. ſquare. 


N O T E. 


(a) Vou force him, by this move, to play 
his Rook to your King's Knight's ſquare, to 
ward off the mate; which gives you the 
means of taking his Rook for nothing. 


7 


( i 3 


6. 


Wh. The R. at the adverſe bas ſecond 
ſquare. ' (6) 
Bl. The K. at his Kt. ſquare. 


To 


Wh. The R. gives check at the adverſe QB. 
ſquare. 
BI. The K. at his R. ſecond ſquare. 
| 8. 


Wh. The R. gives check at the adverſe K. R. 
{quare, and muſt win. 


T 


() The only way to ward off the mate is, 
to play his King to his Knight's ſquare; for, 
if he had given you check with his Rook, 
you would have preſerved all the ſtrength of 
your attack, by covering with your Biſhop. 
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SECOND BACK GAME, 
On the ih move of the Black. 


8. 
Wh. The B. at his K. Kt. third ſquare. 
Bl. The R. at the adverſe K. B. third ſquare. 
| | 6. | 

Ih. The B. at the adverſe Q. third ſquare. 
Bl. The R. gives check. 

| PE 
Wh. The B. covers the check. | 
BI. The R. at the adverſe K. B. third 


ſquare. (a) 
8. 


I/h. The R. gives check at the adverſe K. 
ſecond ſquare. | 


Bl. The K. at his B. ſquare. ( 


. 
a) If he had played his King to his Bi- 


ſhop's ſquare, you would have played your 


Rook to his King's Rook's ſecond ſquare, in 
order to give mate at the next move. 


(6) If he had played his King to his 
Queen's ſquare, you muſt then have played 
your Rook to his Queen's Knight's ſecond 
ſquare, in order to give mate at the next 
move, 1 


= 

4 
* 
— 
4 
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( a7} 


Sara 8 
Mb. The R. at the adverſe Q. B. ſecond 
ſquare. 
Bl. The K. at his Kt. ſquare. 
| 10. 


Wh. The R. gives check, at the adverſe K- 
Kt. ſecond ſquare. 
Bl. The K. at his B. ſquare. (c) 


hs & = 


Mp. The R. at its K. Kt. fourth ſquare. 
Bl. The K. at his home. (d) 


12. 


Wh. The B. at his K. B. fourth ſquare, and 
muſt win the game. 


N © & 


(c) If he had played his King to his 
Rook's ſquare, you would have won his 
Rook, giving check by diſcovery. 


(d) If he had played his Rook to your 
King's third ſquare, to prevent the check of 
your Biſhop, you muſt then have played yours 
to your King's Rook's fourth ſquare, in order 
to give mate at the next move, 
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ſquare. 


B. fourth 


K 


18 


On the 7th move of the Black. 
7 


Wh. The R. at its 
The K. at h 


Bl. 


ſquare. 
8 


Wh. The B. at the adverſe K. 


8 2 r - _—_ * 
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fourth ſquare. 


9 | 
its K. R. fourth ſquare, and 


The K. at his Kt. ſquare. 
muſt win, 


Ih. The R. at 


Bl. 


TS 


r 2 


Of forcing the Black to take the above-mentioned 
tuation, in order to give mate with a Rook 
and Biſhop againſt a Rook. N 


Situation of the White. 


The K. at his fourth ſquare. 
The B. at his K. third ſquare. 
The R. at its Q. R. ſecond ſquare. 


Situation of the Black. 


The K. at his third ſquare. 
The R at its Q. ſecond ſquare. 


I, 


Wh. The R. at its Q. Kt. ſecond ſquare. (a) 
Bl. The K. at its Q. ſquare. 


N 5 

(a) If you had given check with your 
Rook, he would have covered with his own; 
but by this move he is obliged to bring back 


his Rook, which gives you the means of mak- 
ing uſe of your Biſhop. 
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( 59 ) 


1 
Wh. The B. at his K. B. fourth ſquare. (5) 
BI. The R. at its K. ſquare, 
.. 59 | 2 3. 
Wh. The R. gives check. 
Bl. The K. at his B. ſecond ſquare. 


4. 
Pp. The K. at the adverſe K. B. fourth 


ſquare. 


BI. The R. at the adverſe K. ſecond ſquare. 


4 
Wh. The R. at its Q. Kt. ſquare. (c) 
Bl. The R. at the adverſe K. B. ſecond 
ſquare. | 
6. 


Wh. The R. gives check. 
BI. The K. at his B. ſquare. (d) 


7. 
Wh. The K. at his fourth ſquare. 
Bl. The K. at his home. (e) £4 


8. 


Wh. The B. at the adverſe K. fourth ſquare. 
Bl. The R. at its K. B. ſecond ſquare, 


9. 
Wh. The R. gives check. 
B“. The K. at his ſecond ſquare. 


* 


_ 
* 
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(b) As he cannot cover the check of your 
Rook, you muſt force his King to retrograde. 


(c) This move is very material, in order 
to have the uſe of your Biſhop, as above di- 
rected ; that is, to hinder him from covering 
the check, which you will give with your 
Rook. 


(d) If he had moved the King to his home, 
you muſt then have advanced your King to the 
face of his King, and left your Biſhop expoſed 
to be taken. In the preſent fituation, the 
whole difficulty depends upon placing your 
Biſhop at the adverſe King's fourth ſquare. 
Your adverſary will prevent it, by leaving 
his King unmoved, and playing his Rook, 
alternately, from the ſecond to the * ſquare 
of your King's Biſhop. 


(e) If he had given you check with his 
Rook, you muſt have played your King to the 
adverſe Queen's fourth ſquare, and then your 
Biſhop would have been free: but as he could 
have played his King to his Knight's ſquare, 
we will make it the ſubject of a back game. 


C-9# 3 


10. 


Fh. The K. at the adverſe Q. fourth ſquare. 


BI. The R. at the adverſe K. B. ſquare. 
11. 
Wh. The R. gives check, at the adverſe Q Kt. 


ſecond ſquare. 
BJ. The K. at his home. 


Wh. The K. at che 1 K. third ſquare, 


and finds himſelf in the poſition above 
mentioned. 


C 6 ) 


BACK GA M E, 


On the 7th move of the Black. 


7. 
Ih. The K. at his fourth ſquare. 
Bl. The K. at his Kt. ſquare. 


8 


. The B. at the adverſe K. fourth ſquare. 
Bl. The R. at its K. B. ſecond ſquare. 


9. 
Wh. The R. at its Q. Kt. ſquare. 
Bl. The R. at the adverſe K. B. ſecond ſquare. 


10. 


Wh. The K. at the adverſe Q. fourth ſquare. 
Bl. The K. at his B. ſecond ſquare. 


11. 
Wh. The R. gives check. 
Bl. The K. at his Kt. third ſquare. 


12. 
Wh. The R. gives check at the adverſe K. Kt. 


ſecond ſquare. 


Bl. The K. at his R. third ſquare, 


E 3 


Ih. The K. at the adverſe K. third ſquare. 
Bl. The R. at the adverſe K. ſecond ſquare, 


_ 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


BY 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


The K. at the adverſe K. B. ſecond ſquare. 


6 


13. 


14. 
The R. at its K. Kt. ſquare. 
The R. at the adverſe K. B. ſecond ſquare. 


15 
The B. at the adverſe K. B. third ſquare. 
The K. at his R. fourth ſquare. 


16. 


The R. gives check at the adverſe K. Kt. 
fourth ſquare. 
The K. at his R. third ſquare. 


17. 


The R. at the adverſe Q. B. ſecond ſquare. 


18. 
The R. at the adverſe Q. Kt. fourth 


ſquare. 


The R. gives check. 


19. 
The B. covers the check. 
The R. at its Q. ſecond ſquare. 


20. 


The R. at the adverſe Q. Kt. ſquare. 
The K. at his R. fourth ſquare. 


(-$s+) 


21. 


77h. The R. at its Q. Kt. fourth ſquare, and 
will give check mate the next move. (a) 


N OT E. 


(a) It may be ſeen by this back- game, that, 
when the pieces do not ſtand in the ſituation 
repreſented here, there are many different ways 
to force the mate: it is only to be obſerved, 
that the Biſhop muſt always ſtand next to his 
King, to cover him in caſe of a check. 
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Of giving check-mate with a Biſhop and 4 


Kmght. 


Situation of the White. 
The K. at his fourth ſquare. 


The K. B. at his ſquare, 
The — at his ſquare, (a) 


Situation of the Black. 
The K. at his B. third ſquare. 


1. 


Wh. The B. at his Q. B. fourth ſquare. 
BI. The K. at his Kt. third ſquare. 


2. 


Mp. The K. at his B. fourth ſquare. 
Bl. The K. at his B. third ſquare. 


8 
Mp. The Kt. at his Q. B. third ſquare. 
Bl. The K. at his Kt. third ſquare. 


4. 
Wh. The Kt. at his K. fourth ſquare, 
Bl. The K. at his R. third ſquare, 
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(a) The mate muſt be given in the corner 
of the Biſhop's colour; and when the adverſe 
King retires to the oppoſite corner, in eigh- 


teen or twenty moves after, the mate may be 
calily found. 


( 5 The Knight muſt endeavour to take 
away from the adverſe King the oppoſite 
ſquares to the Biſhop's colour. 
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| 5. 
Wh. The K. at the adverſe K. B. fourth ſquare. 
Bl. The K. at his R. ſecond ſquare. (c) 


6. 


Mb. The K. at the adverſe K. B. third ſquare- 
BI. The K. at his R. ſquare. (d. 


7. 
Wh. The Kt. at the adverſe Q. third ſquare. 
Bl. The K. at his R. ſecond ſquare 


. 
b. The Kt. at the adverſe K. B. ſecond 


ſquare. (e) 


Bl. The K. at his Kt. ſquare. () 


9. 
Wh. The B. at his Q. third ſquare, 
Bl. The K. at his B. ſquare. 


10. 
Wh. The B. at the adverſe K. R. ſecond 


ſquare. 
Bl. The K. at his home. 


11. 


Wh. The Kt. at the adverſe K. fourth ſquare, 
Bl. The K. at his B. ſquare, (g) £2 


( 9 ) 
N 3, 5 I * 


e) If he had played his King to his Rook's 
fourth ſquare, you muſt. have given check 
with the Biſhop at your King's ſecond ſquare ; 
and then, if he gets his King on the fide of 
the corner of your Biſhop's colour, you will 
mate him in a few moves. 


(d) If he had played his King to his Rook's 
third ſquare, you muſt have played your Bi- 
ſhop to your King's ſecond ſquare, to oblige 
his King to get into the black corner, where 
your Knight is very ſoon to force him out. 


(e) In this poſition, the mate is forced in 
about eighteen or twenty moves. 


(/) Your Knight prevents his King from 
coming back into the corner. Now, the 
buſineſs of your Knight muſt be, to cut his 
King off from the black ſquares, while your 
Biſhop will keep him from the white ones. 


Jg) As he might have played his King to 
his Queen's ſquare, I make a back game of it, 


Ea} 
12. 5 
Mb. The Kt. gives check at the adverſe Q. 


ſecond ſquare. 


Bl, The K. at his home. 


I 3. 
Ih. The K. at the adverſe K. third ſquare. 
Bl. The K. at his Q, ſquare. 


14. 


Ib. The K. at the adverſe Q. third ſquare. 


Bl. The K. at his home. 


15. 


Wh. The B. gives check. 
Bl. The K. at his Q. ſquare. 


16. 
Wh. The B. at the adverſe K. B. ſecond 


ſquare. 


Bl. The K. at his Q. B. ſquare. 


17. 
Wh. The Kt. at the adverſe Q. B. fourth 
ſquare. 


Bl. The K. at his Q. ſquare. | 


18. 


Nb. The Kt. gives check at the adverſe Q. Kt. 
ſecond ſquare. 
Bl. The K. at his Q. B. ſquare. 
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3 19. Py 
Ih. The K. at the adverſe Q. B. third ſquare. 
BI. The K. at his Q. Kt. ſquare. 


20. 


Mb. The K. at the adverſe Q. Kt. third ſquare. 
BI. The K. at his Q. B. ſquare. 


21. 


Mb. The B. gives check. 
BJ. The K. at his Q. Kt. ſquare. 


22. 


Wh. The B. at the adverſe Q. ſecond ſquare. 
Bl. The K. at his Q. R. ſquare. 


23. 
Wh. The Kt. at the adverſe Q. B. fourth ſquare, 
B/. The K. at his Q. Kt. ſquare. 


24. 


Wh. The Kt. gives check at the adverſe Q. R. 
third ſquare. 


BJ. The K. at his Q. R. ſquare. 


25. 
Wh. The B. gives check-mate- 
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BACK. G AMR 
On the 11th move of the Black. 


11. 


Mb. The Kt. at the adverſe K. fourth ſquare. 
Bl. The K. at his Q. ſquare. 


I'2, 


Mp. The K. at the adverſe K. third ſquare. 
Bl. The K. at his Q. B. ſecond ſquare. 


13. 
Mb. The Kt. at the adverſe Q. ſecond 
- ſquare. (a) | 
BI. The K. at his Q. B. third ſquare. 


14. 
Mp. The B. at his Q. third ſquare. (5) 
Bl. The K. at his C. B. ſecond ſquare. 


wo T3. 
(a) It is proper to obſerve, that the Knight 


does not change the direction of his moves 
either one way or the other. 


(6) If you had given check with your 
Biſhop, he would have again got his King 
into the other corner: and this move would 
have entirely deſtroyed your attack. 
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Mö. The B. at his K. fourth ſquare. 
Bl. The K. at his Q. ſquare. 


16. 


Wh. The K. at the adverſe Q. third ſquare. 
BI. The K. at his home. 


17. 
Wh. The B. gives check. 
Bl. The K. at his Q. ſquare, 


18. 
Wh. The K. B. at the adverſe K. B. ſecond 


ſquare. 


BI. The K. at his Q. B. ſquare. 
1 9. 


Mb. The Kt. at the adverſe Q. B. fourth 


ſquare. (c) 


N O T E. 


(c) It is needleſs to proceed farther. This 
poſition is quite the ſame as that at the ſeven- 
teenth move of this game. 
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A PARTY; 
Won with a Rook and a Pawn againſt a Biſhop. 


Situation of the White. 


| The K. at his fourth ſquare. 
| The Q. P. at its fourth ſquare. 


1 | The R. at its Q. ſquare. 

1 Situation of the Black. 

5 The K. at his third ſquare. 

1 The K. B. at his Q. B. ſecond ſquare. 
io 1. 


Ib. The R. at its Q. R. ſquare. (a) 
BI. The B. at his Q. Kt. ſquare. 


Wh. The R. gives check. 
Bl. The B. covers the check. (5) 


Wh. The R. at the adverſe Q. Kt. third 


{quare. (c) 


Bl. The K. at his Q. ſecond ſquare. 


4. 
Wh. The K. at the adverſe Q. fourth ſquare. 
BI. The B. at the adverſe K. Kt. third ſquare. 


7 
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(4) If you had puſhed your pawn, in 
giving check, you would have furniſhed 
your adverſary with the means of making a 
drawn game, as will be ſeen afterwards. 


(b) If he had withdrawn his King, you 
muſt have puſhed yours forward towards your 
pawn. This party cannot be won, but by ad- 
vancing your King, and confining that of your 
adverſary in the laſt line, before you come to 
puſh your pawn; 


(c) By this move you put him under a ne- 
ceſſity of bringing back his King, and giving 
place to your own; 
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| 5 0 
it | Ib. The R. gives check at the adverſe Q. Kt. 
nt ſecond ſquare. 


Bl. The B. covers the check. 


6. 


Nb. The R. at the adverſe Q. R. ſecond ſquare. 
Bl. The K. at his Q. B. ſquare. 


7. 
J/h. The K. at the adverſe Q. B. third 
ſquare. (d) 
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A D'R AWN GAME. 
With a Rook and a Pawn againſt a Biſhop. 


= _ — — ͥ —ä4ͤäd —L— — —_ — — = - 2 
— „ * do. 2 — — — "== — 2 
g dS es 2 EA, 0 88 ea * 4 Is * 2 — 
— — — — . - - - 4 * 22 2 


Situation of the White. 


The K. at his fourth ſquare. 
The Q. P. at its fourth ſquare. 
The R. at its Q. ſquare. 


Situation of the Black. 


The K. at his third ſquare. 
The K. B. at his Q. B. ſecond ſquare. 


I, 


Ih. The P. gives check. (a) 
Bl. The K. at his Q. ſecond ſquare. 
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(d) In this poſition the game is won, either 
by puſhing the pawn, or forcing the adverſe 


Biſhop. 


* 


(a) In the preſent poſition it muſt come to 
a drawn-game, becauſe your King will be no 
more capable of going forwards towards your 
Para, ſuppoſing always that your adverſary 
plays all his moves with exactneſs. 
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2. 


Ib. The K. at his Q. fourth ſquare. 
Bl. The B. at the adverſe K. Kt. third ſquare. 


q 3. 

Wh. The R. at its Q. R. ſquare. 

BJ. The B. at the adverſe K. B. fourth 
| ſquare. (6) 

A. 


| Wh. The R. gives check. 
BI. The K. at his Q. third ſquare, (c) 


N 5+ 
| Ih. The K. at his fourth ſquare. 
B/.. The B. at the adverſe K. Kt. third 
ſquare. (d) 
6. 
pb. The R. at the adverſe K. Kt. ſecond 


ſquare. 
| Bl. The B. at the adverſe K. ſquare, to give 
| check. 


| 
7. 

Wh. The R. gives check, - 

Bl. The K. at his Q. ſecond ſquare. 
8. 


Wh. The pawn, one move. (e) 
BJ. The K. at his Q. B. third ſquare. ( 


— 
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NOTE 8. 


() It is material for him to keep his Bi- 
ſhop at ſome diſtance from your King, to en- 
able himſelf to give check, in caſe you ſhould 
play the King to one of the Black ſquares next 
to your pawn. 


(c) If he had covered the check, you would 
have won the game, by puſhing your King for- 
wards on the Black ſquare facing his Biſhop. 


(d) If he had played his Biſhop to your 
King's Rook's ſecond ſquare, you would have 
won the game, by playing your Rook to his 
King's Knight's ſecond ſquare. It is to be 
obſerved, that, in the defence of this party, 
the Biſhop mult never be far diſtant from the 
adverle King. 


(e) If you had advanced your King, he 
would have obliged you to retrograde, by a 
check given with his Biſhop. 


(7) If he had made any other move, he 
would have loſt the game. 
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9. 
Ih. The K. at the adverſe K. fourth ſquare. 


Bl. The B. at the adverſe Q. Kt. fourth 


ſquare. (g) 
| 10. 
Mp. The pawn, one move, giving check to 
the R. | 
BI. The K. takes the pawn. 
11. 


Wh. The K. at the adverſe Q. fourth ſquare. 
Bl. The K. at his Q. B. ſecond ſquare, (4) 


5 


(g) In this poſition your pawn 1s forced, 


as your King can no more go forwards, with- 


out covering your Rook. 


(When one remains with a Biſhop againſt 
a Rook, he muſt as ſoon as poſhble bring his 
King into that corner of the cheſs-board that 
is not of the ſame colour with the Biſhop. 
It is the only place where he can be ſure of a 
drawn game. 


A MATE 
With a fingle Rook, 


Situation of the White. 


The K. at his fourth ſquare. 

The R. at its K. R. ſquare. 
Situation of the Black. 

The K. at his third ſquare. 


I. 
Wh. The R. gives check. 
Bl. The K. at his ſecond ſquare. 


2. 


Id. The K. at the adverſe K. fourth ſquare. 
Bl. The K. at his Q. ſecond ſquare. (a) 


N O T E. 


(a) His King muſt be oppoſite to yours, 
in order that you may give check with your 
Rook; becauſe then his King is forced, by the 
check, to retrograde. 


F 4 


Wh. 


Bl, 


E 


3. 
The R. at the adverſe K. Kt. third 
ſquare, (6). 
The K. at his Q. B. ſecond ſquare, 
4. 


The K. at the adverſe Q. fourth ſquare. 
The K. at his Q. Kt. ſecond ſquare. 


Fo 
The K. at the adverſe Q. B. fourth 


{quare, 
The K. at his Q. R. ſecond ſquare, 


6. 


. The K. at the adverſe Q. Kt. fourth 


ſquare. (c) 
The. K. at his Q. Kt. ſecond ſquare, 


7. 


The R. gives check at the adverſe K. Kt. 


ſecond ſquare. 


The K. at his Q. B. ſquare. 


8. 


The K. at the adverſe Q. B. third ſquare. 
The K. at his Q. ſquare, 


I - bd. 


N OT RES. 


Af you had played your King oppoſite 
to his, he would have reitored his King to 
the ſame place; whereas at this moye he 
plays his King to the face of yours: you may 
then force him back by the check of your 
Rook. 


(c) In the prefent caſe he is obliged to place 


his King oppoſite to yours, or abſolutely to 
abandon the line. 
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9. 
Wh. The R. at the adverſe Q, R. ſecond 


ſquare. 


Bl. The K. at his home. 

10. 
Wh, The K. at the adverſe Q. third ſquare. 
B/. The K. at his B. ſquare, 


II, 


Ib. The K. at the adverſe K. third ſquare, 
Bl. The K. at his Kt. ſquare, 


12. 


Mp. The K. at the adverſe K. B. third ſquare. 
Bl. The K. at his R. ſquare. 


13. phy: 
I/h. The K. at the adverſe K. Kt. third ſquare, 
BI. The K. at his Kt. ſquare, | 


14. 
N. The R. gives check-mate. 


(SY 


A Ga MY 
Won with a Queen againſt a Rook and a Pawn. 


Situation of the White, 


The K. at his B. fourth ſquare. 
The Q. at her third {quare. 


Situation of the Black, 


The K. at his ſecond ſquare. 
The Q. P. at its third ſquare. 
The R. at its K. fourth ſquare. (a) 


I 


Mb. The Q. gives check at the adverſe K. R. 
ſecond ſquare. ( 7 
Bl. The K. at his third ſquare. 


N O & 


(a) This party is but a drawn game, pro- 
vided the pawn has not yet been moved from 
its place; but, if it had been puſhed forwards, 
the Queen muſt win. 


(5) His defence entirely depends upon not 
letting your King pals, and afterwards playing 
his Rook alternately from its Queen's Bithop's 
fourth ſquare to its King's fourth ſquare, being 
always ſupported by his pawn. 
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2. 
Mb. The Q. gives check at the adverſe K. Kt, 


ſquare. (c) 


Bl. The K. at his ſecond ſquare. 


3. 
Mp. The Q. at the adverſe Q. B. ſquare. 
Bl. The R. at its Q. B. fourth ſquare. 


4. | 
Mb. The Q. gives check at the adverſe Q. Kt. 


ſecond ſquare. 
Bl. The K. at his third ſquare. 


4. 
Wh. The Q. at the adverſe K. Kt. ſecond 


{quare, 


Bl. The R. at its K. fourth ſquare. 


6. 
Ib. The Q. at the adverſe Q. B. ſecond 


ſquare. (d) 


Bl. The R. at its Q. B. fourth ſquare. 


7. 
Wh. The Q. at the adverſe Q. ſquare. 
B/. The R. at its K. fourth ſquare, 


(99-9 
KN OO 3 © 


(c) This move is needleſs ; and J point it 
out only to ſhew by what means turns may be 
got or loſt, 


(d) This move determines the winning of 
the game: you muſt then, firſt of all, take this 
polition, 
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8, 


Mb. The Q. gives check at the adverſe K. 


ſquare. * (e) 
Bl. The K. at his Q. fourth ſquare. 
9. 


Mp. The Q. at the adverſe Q. B. ſquare. (7) 
Bl. The R. gives check. (g) © 


10. 


Mb. The King at the adverſe K. B. fourth 


{quare. 


Bl. The R. gives check. 


11. 


Inh. The K. at the adverſe K. B. third ſquare. 
Bl. The R. at the adverſe K. fourth ſquare. ( 


1 2. ; 
Wh. The Q. gives check at the adverſe K. B. 


fourth ſquare. 
Bl. The R. covers the check. 


13. 
Ip. The Q. gives check at her third ſquare. 
B]. The K. at his Q. B. fourth ſquare. 


14. 
Wh. The Q. at her ſecond ſquare. (7) 
Bl. The K. at his Q. B. third ſquare. 


( 79 ) 
N Qi --& 
(e) By this check you force his King to 


go towards his pawn. This move will make 
the paſſage of your King more eaſy after- 


wards. 


(/) You put him under the neceſſity of re- 
moving his Rook from his King, or giving a 
free paſlage to your King. 


(g) If he had played his King to your 
Quin s fourth ſquare, you muſt have played 
your Queen to his Queen's Biſhop's third 
ſquare : but he might alſo have played his 
Rook to his King's Rook's fourth ſquare, to 
hinder the paſlage of your King ; the W 


of a back game. 


lf he had played his King to your 
Queen's fourth ſquare, you muſt have played 


your Queen to his Queen's Biſhop's third 
ſquare. 


) At the inſtant your King gets behind his 
pawn, the advantage of the game will turn on 
your {ide : to attain this, you muſt force hin 
to play his King. 


2 „ 


( & ) 


. 
Wh. The Q. at her fourth ſquare. 
Bl. The K. at his Q. ſecond ſquare. ( 


16. 


Ih. The Q. at her B. fourth ſquare, 
BJ. The R. at its Q. B. fourth ſquare. (/) 


17. 
Mb. The Q. gives check at the adverſe K. B. 


ſecond ſquare. 


BI. The K. at his Q. B. third ſquare. 


18. 


Ih. The K. at the adverſe K. fecond ſquare: 
Bl. The R. gives check. 


| 2Js 
Wh. The K. at the adverſe Q. ſquare. 
Bl. The R. at its Q. B. fourth ſquare, 


20. 
Mb. The Q. gives check at the adverſe Q. 


ſecond ſquare. 


Bl. The K. at his Q. fourth ſquare. 


21. 


Ih. The K. at the adverſe K. ſecond ſquare, 
BI. The R. at its Q. B. third ſquare, 


7 


( 8 ) 


N.:Q Y K::-& 


. (þ) As he could have played his King to 
his Queen's Biſhop's ſecond ſquare. Another 
ſubject of a back game. 


(1) If he had put away his Rook from its 
King, you muſt have endeavoured to find 


ſome way of forcing his Rook by a double 
check. 
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22. 


Wh. The Q. gives check at the adverſe K. B. 
fourth ſquare. 


Bl. The K. at the adverſe Q. B. fourth ſquare. 


23. | 
Wh. The K. at the adverſe Q. ſecond ſquare. 
Bl. The R. at its Q. B. fourth ſquare. 


24. 
Wh. The Q. gives check at her K. fourth 


ſquare, and muſt win, (m) £1 


r 


(m) As many lovers of this game may not 
be acquainted with the method of giving check- 
mate with a Queen againſt a Rook, we will 
end this party by way of back game. 


(-W-) 


FIRST BACK GAME, 
5 On the 9th move of the Black. 


9. 
Wh. The Q. at the adverſe Q. B. ſquare. 
Bl. The R. at its K. R. fourth ſquare. (a) 


| 10. 
Wh. The Q. gives check at the adverſe Q. R. 
ſquare. | 
BI. The K. at the adverſe Q. B. fourth ſquare, 
11. 
Wh. The Q. gives check at her R. fourth 
{quare. 8 
Bl. The K. at the adverſe Q. B. third ſquare. 
12. | 


Wh. The Q. gives check at her R. third ſquare, 
Bl. The K. where he pleaſes, his pawn being 
loſt, (6) 


N M 


(a) His Rook being far off from its King, 
you ought to take her by a double check, or 
at leaſt to take his Pawn. 


(56) The ſubje& of this back game is to 
prove how ealy it 1s, with a Queen, to force, 
by a double check, a Rook, when at a diſtance 
from its King, 

G 2 


6 


SECOND BACK GAME, 
On the 15th move of the Black. 


15. 
Wh. The Q. at her fourth ſquare. 
Bl. The K. at his Q. B. ſecond ſquare. 
16. 


Wh. The Q. at her R. fourth ſquare. 
Bl. The R. at its Q. B. fourth ſquare. 


17. 
Wh. The Q. gives check at the adverſe Q. R. 
ſecond ſquare. 


Bl. The K. at his Q. B. third ſquare. 


? 18. 


Wh. The K. at the adverſe K. ſecond ſquare, 
and muſt win. (a) 


r 


( a) As your King may go backwards, you 
mult needs win the game. 
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A CHECKS MATE, 


With a Queen againſt a Rook, by way of back 
game, 


Beginning at the 24th move of the I bite. 
24. 
I/h. The Q. gives check at her K. 8 
ſquare. 
Bl. The K. at the adverſe Q. Kt. third ſquare. 
5 45 | 


Hh. The K. takes the P. | 
Bl. The R. at the adverſe Q. B. ſecond ſquare. 


26. 
Wh. The K. at the adverſe Q. fourth ſquare. (a) 
5 BI. The K. at the adverſe Q. Kt. ſecond 
z ſquare. 
: ' Jo 


D 


Wh. The K. at his Q. fourth ſquare. 
Bl. The K. at the adverſe Q. K. ſquare. (6) 


. = $21 - henna, 
er D 


N £-% 


(a) It is needleſs to give check with your 
Queen, before your King is near the adverſe 
King. 


. 


% He gives you his Rook for nothing: 
but, if you take it, he will be ſtale-mate. 
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ER 
J/h. The K. at his Q. third ſquare. 


Bl. The R. at the adverſe Q. Kt. ſecond 


ſquare. 
29. 
Mp. The Q. gives check at her R. fourth 
ſquare. 


BI. The K. at the adverſe Q. Kt. ſquare. 


30. 
Wh, The Q. at her R. third ſquare. 


Bl. The R. gives check at the adverſe Q. ſe- 
cond ſquare. (c) 


| 31. 
Wh. The K. at his Q. B. third ſquare. 


Bl, The R. gives check at the adverſe Q. B. 
ſecond ſquare. 


| 32. 
Wh. The K. at his Q. third ſquare. (d) 


Bl. The R. gives check at the adverſe Q. 
ſecond ſquare. 


33. 
Wh. The K. at his third ſquare. 


Bl. The R. at che adverſe 2 Kt. ſecond 
ſquare. 


34+ 
Wh. The Q. at her R. fourth ſquare. (e) 


Bl, The R. at the adverſe Q. B. ſecond 
ſquare. 


* 


N G T n 8 


(c) Your laſt move was by no means the 
beſt. TI laid it down, merely to ſhew all the 
after-games of your adverſary, If you were 
to take his Rook, he would be ſtale-mate. 


This cannot be too much attended to at the 
end of this party. | 


(d) If you had played your King to your 
Queen's Knight's third ſquare, he would have 
made a drawn game, by giving you check at 
your Queen's Biſhop's third ſquare. 


(e) Now you may puſh your King for- 
wards, without any danger of making your 
adverſary ſtale-mate. 


G 4 
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35+ 
Wh. The K. at his Q. third ſquare. 
B/. The R. at the adverſe Q. Kt. ſecond 


ſquare. 
30. 


Wh. The K. at his Q. B. third ſquare. (% 
Bl. The R. at the adverſe K. R. 2 — 


37. 
Mb. The Q. gives check at the adverſe Q. Kt. 
fourth ſquare. 


Bl. The K. at the adverſe Q. R. ſquare, 


"1 OS 
Ih. The Q. gives check at the adverſe Q. R. 
third ſquare. 
B/. The K. at the Kt. ſquare. (g) 
39- 
Wh. The Q.: gives check at the adverſe Q. Kt. 
third ſquare. 
Bl. The K. at the adverſe R. ſecond 
ſquare. 
40. 


b. The Q. gives check at che adverſe Q. R. 


ſecond ſquare. 


Bl. The K. at the Kt. ſquare. 


41. 
Wh. The Q. gives check at her K. Kt, ſquare, 
and muſt win. ( 


7 


( 89 ) 


N & 


(/) He is obliged to remove his Rook from 
his King, which gives you an opportunity of 
taking his Rook by a double check, or making 
him mate. | 


( If he had covered the check, you 


would have given mate at your King's Bi- 
ſhop's ſquare. 


This game cannot be won, but by 
forcing the adverſary to remove his King from 


his Rook, in order to take it afterwards by a 
double check, | 


| 
I 
1 
% 


— — 


(9) 


A DRAWN GAME, 
With a Queen againſt a Rook and a Pawn, 


Situation of the White. 
The K. at the adverſe Q. fourth ſquare, 
The Q. at her Kt. third ſquare, 
Situation of the Black. 


The K. at his Q. ſquare. 
The Q. P. at its ſquare. 
The R. at its K. third ſquare. 


. I, L 
Wh. The Q. gives check at the adverſe Q. Kt. 
. 
Bl. The K. at his ſecond ſquare. 
| | V 


' Wh. The Q. at the adverſe K. Kt. ſquare. 
Bl. The R. at its Q. B. third ſquare. 


3. 
Wh. The K. at the adverſe K. fourth ſquare. 
Bl. The R. at its K. third ſquare, giving 


check. 
: : 4. 
Wh. The K. at the adverſe Q. fourth 
ſquare. (a) 
. 


(a) In this poſition it is a drawn game, 
becauſe the Queen cannot take backwards, 
neither the King nor-the Pawn, as in the for- 
mer party, 


( at Y) 


A DRAWN. GAME, 
With 4 Rook and a Pawn againſt a Rook; 


Or LOST GAM, 
If he who has only 4 Rook plays ill. 


Situation of the White. 


The K. at the adverſe K. B. fourth ſquare. 
The P. at its K. fourth ſquare. 


The R. at the adverſe K. R. ſecond ſquare. 


Situation of the Black. 


The K. at his home. 
The R. at its Q. R. third ſquare. 


I, 
Wh. The P. one move. 
Bl. The R. at its Q. Kt. third ſquare. (a) £ 


N O E 
(a) By keeping that line with his Rook, he 


hinders your King from advancing; and if he 
were to deſert that line before you had puſhed 
your Pawn, he would loſe the game, as will 
be ſeen by a back game, 
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2. 


FYh. The R. at the adverſe Q. R. ſecond 


ſquare. 


BI. The R. at its Q. B. third ſquare. (3) 


3. 
Wh. The P. one move. 
Bl. The R. at the adverſe Q. B. ſquare. (c) 


4. 
Wh. The K. at the adverſe K. B. third ſquare. 
Bl, The R. gives check at the adverſe K. B. 
ſquare. (d) 


( 93 ) 


1 


(b) He ought not to depart from this line 
with his Rook, but at the very inſtant when 
you ſhall puſh your Pawn. 


(c) If he had given check he would have 
loſt the game. 


(d) He muſt continue to give you check, 
in order to drive you away from your Pawn; 
and, at the very moment when your King falls 


upon his Rook, he will attack and take your 
un 


( 04 ) 


BAT E GAME, 
On.the 1/t move of the Black, when a Rook and 


Wh. 
Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


a Pawn win againſt a Rook, 


1. 


The P. one move. 
The R. at the adverſe Q. R. ſquare, 


2. 
The K. at the adverſe K. B. third 


ſquare. (a) 
The R. gives check at the adverſe K. B. 


ſquare. (6) 
2. 
The K. at the adverſe K. third ſquare. 
The K. at his B. ſquare. (c) 


FR 
The R. gives check. 
The K. at his Kt. ſecond ſquare. 


5. 


„ The R. at 4 adverſe K. ſquare. (4) 


The R. at the adverſe K. ſquare. 


RE: 
The K. at the adverſe Q. ſecond ſquare, 


The K. at his B. ſecond ſquare, (e) 


7. | 
The P. one move, giving check. 
The K. at his Kt. ſecond ſquare. (0 


( 95s ) 


N FR 


=_ a ) If you had played your King over- 
againſt his, he could have put himſelf again 


in a poſition to make a drawn game, by giving 
check with his Rook. 


(6) Had he given check at his Queen's 
Rook's third ſquare, you muſt have covered 
that check with your Pawn ; and if, inſtead 
of that move, he had played his King to his 
Queen's ſquare, you muſt have given check 
with your Rook, and afterwards advanced your 
King to the ſecond ſquare of his own, 


(c) Had heleft his King at the ſame place, 


you muſt haye given check, and changed Rook 
for Rook. 


(d) This is the only move which can en- 


ſure you the game: every other leads but to a 
drawn game. | 


(e) Had he given check with his Rook, 


you muſt have played your King to his — 8 
ſecond ſquare. 


(f) If he had played his King to his Bi- 
ſhop's third ſquare, you muſt then have given 
check with your Rook, and at the next move 
puſhed your Pawn. 
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Wh. 


Bl. 


Bl. 


. TheR. at its 
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25 8. 
The K. at the adverſe K. ſecond 


ſquare. (g 


The R. at the adverſe K. ſecond ſquare. 


9. | 
The R. at the adverſe Q. ſquare. 
The R. at the adverſe K. ſquare. 


"-."<- ds 
The R. at its Q. ſecond ſquare. 
The R. at the adverſe K. third ſquare. 
11. 
The R. gives check at its K. Kt. ſecond 


ſquare. 
The K. at its R. ſecond ſquare. 
12 


The K. at the adverſe K. B. ſecond ſquare. 
The R. gives check. | 


13. : 
The K. at the adverſe K. ſquare. 
The R. at the adverſe K. third ſquare. 


14. 


. The P. one move. 


The R. at the adverſe Q. third ſquare. (0 
.. 

Q. B. ſecond ſquare. 

The K. at his Kt. ſecond ſquare. (i) 


16. 


The R. at the adverſe Q. B. ſecond 


ſquare. 


The R. at the adverſe Q. ſecond ſquare. 
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„ 


(J Had you puſhed your Pawn, it would 
have been a drawn game, | 


He plays this move, in order to hinder 
your King from going out at his left hand, 
and to get him in again under your Pawn, 
by a check, in caſe you will bring him out at 
your right hand, 


(i) In England, where the ſtale-mate is the 
loſs of the game, you might, at your next 
move, play your Rook to your Queen's ſe- 
cond ſquare, 
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17. 


Wh. The R. at the adverſe Q. ſecond ſquare. 
Bl. The R. at the adverſe Q. Kt. ſecond 


ſquare. 
18. 


' Wh. The R. at his Q. ſquare. 
Bl. The R. gives check. 


19. 


Wh. The K. at the adverſe Q. ſecond ſquare. 


Bl. The R. gives check. 


20. 


Wh. The K. at the adverſe K. third ſquare. 
Bl. TheR. gives check. 
21. 
Mb. The R. covers the check. 
B/. The R. at its Q. Kt. ſquare. 


22. 


Wh. The R. at the adverſe Q. ſquare, and 
will win. 


=> 
A DRAWN GAME, 


Of a Queen and a Pawn againſt a Queen, | 


Situation of the White. 


The K. at the adverſe K. Kt. ſecond ſquare, 
The P. at the adverſe K. B. third ſquare. 
The Q. at her third ſquare. 


Situation of the Black. 


The K. at the adverſe Q. Kt. fourth ſquare. 
The Q. at her B. fourth ſquare. 


I, 
Wh. The K. B. P. one move. (a) 


Bl. The Q. gives check at her K. Kt. fourth 
| {quare. 


2, 


Wh. The Q. covers the check. 
Bl. The Q. gives check at her K. fourth 


ſquare. 


N O 5 E. 


(a) In this poſition, the White ought to 
look for an opportunity of changing the Queen 
againſt the Queen ; and the Black, to prevent 
that exchange, muſt keep the King at a diſtance 
from the adverſe King, in order to be the bet- 
ter enabled to give perpetual check, 
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3. 
1h. The K. at the adverſe K. Kt. ſquare, (+) 
BI. The Q. at her fourth ſquare. 


| 4- 
Nh. The K. at the adverſe K. R. ſecond ſquare. 


Bl. The Q. gives check at the adverſe K. R. 
{quare, 


8. 
Wh. The Q. covers the check. 
Bl. The Q. gives check at the adverſe K. 
fourth ſquare. 
6. 
Mb. The K. at the adverſe K. Kt. ſquare. 


Bl. The Q. gives check at the 3 K. Kt. 
fourth ſquare. 


7. 
Wh. The Q. covers the cheek. 
Bl. The Q. at her K. third ſquare. (c) 


0 6 


(b) He can no more give you check, with- 
out loſing the game; but he may hinder your 
Pawn from making a Queen, 

(c) It is plainly proved, that, when the 
check does not continue, the Pawn may be 


prevented from making a Queen, 


200 3 
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Von with a Queen, againſt a Pawn near making 
2 Queen, 


Situation of the White. 


The K. at the adverſe Q. Kt. ſecond ſquare. 
The Q. at the adverſe Q. B. ſquare. 


Situation of the Black. 


The K. at the adverſe K. B. ſecond ſquare. 
The P. at the adverſe K. ſecond fquare. 


I, 
Ih, The Q. gives check at the adverſe K. B. 


fourth ſquare. (a) 
B/. The K. at the adverſe K. Kt. ſecond ſquare, 


2. 
Wh. The Q. gives check at her K. Kt. fourth 


ſquare. 


BI. The K. at the adverſe K. B. ſecond ſquare, 


3. | 

Nb. The Q. gives check at her K. B. fourth 
ſquare. 

Bl. The K. at the adverſe K. Kt. ſecond 
ſquare. 


N 


(a) To win this game, the Queen muſt be 
previouſly brought, as near as poſſible, to the 
adverſe King. 
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4. 
Wh. The Q.: at her K. third {quare. 
Bl. The K. at the adverſe K. B. ſquare. ( ) 


5. 
Wh. The Q. gives check at her K. B. third 


ſquare. 


BI. The K. at the adverſe K. ſquare. (c) 

6. ; 
Wh. The K. at the adverſe Q. B. third ſquare. 
Bl. The K. at the adverſe Q. ſecond ſquare. 


7. 
IIb. The Q. gives check at the adverſe Q. 
fourth ſquare. 


Bl. The K. at the adverſe Q. B. ſecond ſquare, 


8. 
Mö. The Q. gives check at her B. fourth 
ſquare. 


Bl. The K. at the adverſe Q. ſecond ſquare. 


9. 
Wh. The Q. gives check at her fourth ſquare. 
Bl. The K. at the adverſe Q. B. ſecond ſquare. 
10. 
Ib. The Q, at her K. third ſquare. (d) 
Bl. The K. at the adverſe Q. ſquare, 
. 
J/h. The Q. gives check at her third ſquare, 
Bl. The K. at the adverſe K. ſquare. 
I2, 


Ih. The K. at the adverſe Q., fourth 
ſquare. (e) - 


( ag } 
N 1: E © 


() It is this move which enables you to 
win the game, becauſe you force him to play 
his King under his Pawn, 


(c) As his Pawn cannot make a Queen, you 
muſt make a good uſe of this inſtant to bring 
your King next to his, 


(d) It is always the ſame move which forces 
him to play his King under his Pawn, 


* 


ſe) You will proceed with the ſame moves 


till your King comes next to his Pawn, and 
then the game is won. 
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A DRAWN GAME, 
With a Queen againſt a Pawn near making a 
Queen. 
Situation of the White, 


The K. at his Q. B. fourth ſquare, 
The Q. at her K. ſecond ſquare. 


Situation of the Black. 


The K. at the adverſe K. Kt. ſquare. 
The P. at £ Une adverſe K. B. ſecond ſquare. 


1. 
N. The Q. gives check at her K. Kt. fourth 


ſquare. 


Bl. The K. at the adverſe K. R. ſecond ſquare. 
2. 


Wh. The Q. at her K. B. third ſquare. 
Bl. The K. at the adverſe K. Kt. ſquare. 


3· 
Wh. The Q. gives check at her K. Kt. third 


ſquare. 


Bl. The K. at the adverſe K. R. ſquare. (a) 


ä 


(a) In the former party, you forced his 
King to come under his Pawn : but he may 
now, without any danger, leave it expoſed to 
be taken ; for you would make a ſtale-mate by 
taking his Pawn; this ought then to be a 
drawn game, 4 


( 105 ) 

Another DRAWN GAME, 
With a Queen againſt a Pawn near making a 
Queen. 

Situation of the White. 

The K. at his Q. B. fourth ſquare, 

The Q. at her fourth ſquare. 
Situation of the Black. 


The K. at the adverſe K. Kt. ſecond ſquare. 
The P. at the adverſe K. R. ſecond ſquare. 


1. b 
Iſh. The Q. gives check at her K. Kt. fourth 


{quare. 
B/. The K. at the adverſe K. B. ſecond ſquare. 
2. 
Wh. The Q. at her K. R. third ſquare. 


BJ. The K. at the adverſe K. Kt. ſquare. 
Zo 53 
Iſh. The Q. gives check at her K. Kt. third 


| {quare. 
Bl. The K. at the adverſe K. R. ſquare. (a) 
N . 


(a) Being forced to take away your Queen 
from that line, to make room for his King, 
you could never bring up your King in time: 
ſo it muſt be a drawn game. 

It is proper to obſerve, that the Pawns of 
the two Biſhops, and of the two Rooks, at one 
ſquare from the Queen, make a drawn game 
againſt a Queen ; and the Pawns of. the King, 


the Queen, and of the two Knights, muſt loſe 
in ſuch a poſition, 


C w6'PÞ 


A DRAWN GAME, 
With a fingle Pawn ; 
Or a GAME WORN, 


be who remains with his King alone does not 
play well, 


Situation of the White. 


The K. at his B. fourth ſquare. 
The P. at the adverſe K. B. fourth ſquare, 


Situation of the Black. 
The K. at his B. third ſquare. 


J. 


Wh. The K. at his fourth ſquare. 
Bl. The K. at his B. ſecond ſquare. (a) 


2. 


Wh. The K. at the adverſe K. fourth ſquare, 
Bl. The K. at his ſecond ſquare. 


3. | 
Wh. The P. one move, giving check. 


BI. The K. at his B. ſecond ſquare, 


4. 
Wh. The K. at the adverſe K. B. fourth 


ſquare. 


Bl. The K. at his B. ſquare. 9 * 


(107) 


N OT ES. 


* (4) It is always neceſſary to bring his King 
to the face of the adverſe Pawn, ſo that his 
King may oppoſe the adverſe King. 


(6b) If he had removed his King to his home, 
or to his King's Knight's ſquare, he would 
have loſt the game. The ſubje& of a back 
game, 5 
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5. 
Wh. The K. at the adverſe K. third ſquare, 
Bl. The K. at his home. (c) 


8 6. 
Wh. The K. at the adverſe K. B. fourth 


ſquare. 


Bl. The K. at his B. ſecond ſquare. (aA) 


7. 
Wh. The K. at the adverſe K. Kt. fourth 


ſquare. 
Bl. The K. at his B. ſquare. (e) 


| 8. 
Wh. The K. at the adverſe K. Kt. third ſquare, 
BJ. The K. at his Kt. ſquare. 


9. 


Wh. The P. one move, giving check. 
Bl. The K. at his B. ſquare. 


10. 
Wh. The K. is forced to leave the P. 


( wg } 


N O T E 8. 


(c) Were you in the preſent poſition to puſh 
your Pawn, you could not ſuſtain it without 
making a ſtale-mate, 


(4) His defence depends upon oppoſing his 
King to yours; for if, on the contrary, you 
could oppoſe your King to his, you would win 
the game. ya RO 


(e) He always brings his King oppoſite 
yours, which infallibly brings on a drawn 
game, 


— 


r 


4 
PM 6 "I 
- ; 
4 0 
190 
E o 
. 
4 4 
* © 
* 
ö 
5 
14 
i 
g : 
F 
_ 
4 
3 
5 ; 
= 
b- | 
N = 
: 
' 
1 "3 
r 
4. 
3 
I 1 
cy 
4% 4 I 
1 * 
4 
5 
' 
„ ( 
1 
1 


(wo } 


BACK GAME, 
On the 4th move of the Black. 


. 
Fh. The K. at the adverſe K. B. fourth ſquare. 
Bl. The K. at his home, or at his royal Kt. 
ſquare. 

| Wilts 
Wh. The K. at the adverſe K. third ſquare. 
Bl. The K. at his B. ſquare. 

6. 


Ih. The P. one move. 5 
Bl. The K. at his royal Kt. ſecond ſquare. 
| 0 
Wh. The K. at the adverſe K. ſecond ſquare, 
and will win. (a) 


. 


(a) It may be ſeen by theſe examples, that 
whoever acts defenſively muſt always bring his 
King over-againſt his adverſary's Pawn, 


{ 442 ) 


A DRAWN GAME, 


Of a Knight far off from his King, againſt a 
Pawn near making a Queen. TY 


Situation of the White, 


The K. at his R. ſecond ſquare. 
The Kt. at his Q. R. ſecond ſquare. 


Situation of the Black. 


The K. at the adverſe Y 


Kt. third ſquare. 
The P. at the adverſe Q. R. third ſquare. 


I, 


Wh. The Kt. gives check at his Q. B. ſquare: 
Bl. The K. at the adverſe Q. Kt. ſecond 


{quare. 
| br 

Wh, The Kt. gives check at his Q. third 
ſquare. ' 


Bl, The K. at the adverſe Q. B. ſecond 


ſquare. 


(E 


3. 
Wh. The Kt. at his Q. Kt. fourth ſquare. 
Bl. The K. at the adverſe Q. Kt. third ſquare. 


8 
Ih. The Kt. at his Q. third ſquare. (a) 


N O T E. 


(a) He cannot puſh his Pawn without re- 
ceiving a double check from your Knight; 
therefore it is a drawn game. It is neceffary 
to obſerve, that in ſuch poſitions, when the 
Knight cannot give check, nor hinder the 
Pawn from going forwards, a double check 
muſt neceſlarily happen at the ſecond move. 


Cy 


A DRAWN GAM E, 
Or a Party won, with tus Pawns againſt one. 


Situation of the White, 


The K. at his fourth ſquare, 
The K. B. P. at its fourth ſquare, 
The K. Kt. P. at its fifth ſquare. 


Situation of the Black. 


The K. at his third ſquare. 
The K. Kt. P. at its third ſquare. 0 4 * 


1. | 
Wh. The K. at its Q. fourth qu quare. 
Bl. The K. at his Q. third — 09 a 


N ©: E--% *% 


(a) In the preſent poſition, if the Black 
were to play firſt, the White would win the 
game; and if the White were to play, it would 
be a drawn game. 

(6) Had he played his King to his King's 
Biſhop's fourth ſquare, you would have again 
got the move over him; which would have 
given you the game. The ſubject of a back 
game, | 
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. 
Ih. The K. at his Q. third ſquare. 
BI. The K. at his Q. ſecond ſquare. (c) 


; 3. 
Wh. The K. at his third ſquare. 
BI. The K. at his ſecond ſquare. (d) *? 


4. 
Wh. The K. at his Q. fourth ſquare. 
Bl. The K. at his Q. third ſquare. 


72 
Wh. The K. at his fourth ſquare. 
Bl. The K. at his third ſquare. (e) 


© ig ) 


ANZ OTTER RK 


(e) Had he played his King to his Queen's 
fourth ſquare, he would have loſt the game. A 
new ſubject of a back game. 


(a) He keeps himſelf in ſuch a ſituation, 
that he may oppoſe your King, when you 
pleaſe to puſh him forwards, either to his 
fourth ſquare, or to your Queen's fourth 
ſquare. : \ | 


(e) Suppoſing that your adverſary makes his 
moves exactly, it is a drawn game. 


(ns ) 


FIRST BACK GAME, 
Qu the 1 mave of the Black. 


1. 
Wh. The K. at his Q fourth ſquare. 
Bl. The K. at bis B. fourth [Ln 
2. 


Wh. The K. at his third ſquare. 
Bl. The K. at his third ſquare. (a) 


| ED 
Hh. The K. at his fourth ſquare. 
Bl. The K. at his Q. thir fquare, (6) 
4. 
Wh. The K. B. P. one move. 
Bl. The P. takes the P. (c) 


5. 
Wh. The K. retakes the P. 
Bl. The K. at his fecond ſquare, 


6. 


Wh. The K. at the adverſe K. Kt. third ſquare, 


Bl. The K. at his B. ſquare. 


Te 


Wh, The K. at the adverſe K. R. ſecond = 
and will win, (a) 


( 17 ) 


N OT E 8. 


(a) Had he played his King to your King's 
Knight's fourth ſquare, he would likewiſe loſe 
the game. 


(6) Had he played his King to his ſecond 
ſquare, or to his Queen's ſecond ſquare, you 
muſt have advanced your King oppolite to his, 
in order to effect the taking of his Pawn, 


(c) He could have declined taking your 
Pawn ; but that other way of playing will be 
found in our next back game. 


| (d) As often as the King is before a Pawn, 
the adverſary cannot hinder you from making 


a Queen. ; 
13 


Wh. 


( 118 ) ; 


SECOND BACK GAME, 


On the 2d move of the Black. 


2. 


The K. at his Q. third ſquare. 


The K. at his Q. fourth ſquare. 


3. 
The K. at his third ſquare. (a) 
The K. at his third ſquare. 


4 
The K. at his fourth ſquare. 
The K. at his Q. third ſquare. (6) 


Fo 
The K. B. P. one move. 


The K. at his ſecond ſquare. 


6. 
The P. one move, giving check. + e 
The K. at his third ſquare. 


7. 
The K. at his Q. fourth ſquare. 
The K. at his Q. third ſquare. (d) 


8. 


. The K. B. P. one move. 


The K. at his ſecond ſquare. 


9. 
The K. at the adverſe K. fourth . 
The K. takes the P. 


10. 


. The K. at the adverſe Q. third ſquare. i 


The K. at his B. ſquare. 


( 19 ) 


N OT R 8 


(a) You again get the move over him, be- 
cauſe he cannot play his King fronting yours: 
he muſt abſolutely retrograde either to his 
third ſquare, or to his Queen's third ſquare. 
In either caſe, your King ene place * in 
oppoſition to his. 


(6) If he had withdrawn his King to his 
ſecond ſquare, or to his Queen's ſecond ſquare, 
you muſt have advanced your King oppolite 
to his. 


(c) Had you taken his Pawn with your, 
it would have been a drawn game. 


(d) In this poſition he has got the move 
over you, ſince he may oppoſe your King; 
but by the ſacrifice of a Pawn you may re- 
cover it over him, and a ſingle Pawn is enough 


to win the game. 


W h. The K. takes the P. 


(120) 


11. 


Nb. The K. at FR adverſe K. third ſquare. 
Bl. The K. at his Kt. ſecond ſquare. 


- 


Wh. The K. at the adverſe K. ſecond ſquare, 
Bl. The K. at his Kt. ſquare. 


13. 


b. The K. at the adverſe K. B. third ſquare. 
Bl. The K. at his R. ſecond ſquare. 


14. 


b. The K. at the adverſe K. B. ſecond * 


Bl. The K. at his R. ſquare. 
15. 


Bl, The K. at his Kt, ſquare. 
16. 
Wh, The K. at the adverſe K. B. third e 
Bl. The K. at his B. ſquare. 
17. 
#5. The P. one move, and makes a Queen 
without any oppoſition. 


{ ir 0 


A DRAWN GAME, 
With two ſeparated Pawns, againf two united 


N 


Situation of the White, 
The K. at its Q. third ſquare. 


'The Q. B. P. at the adverſe Q. B. fourth ſquare, 
The Q. Kt, P, at its fourth ſquare. | 


Situation of the Black, 


The K. at its Q. fourth ſquare, 
The Q. Kt. P. at its fourth ſquare. 
The K. Kt. P. at its fourth ſquare, (a) 


- 1. ö | 

Wh. The K. at his third ſquare. 

Bl. The K. at his fourth ſquare. 
2 


Wh. The K. at his B. third ſquare. 
Bl. The K. at his B. fourth ſquare. 


| 3. 
Wh. The K. at his Kt. third ſquare. 
Bl. The K. at his fourth ſquare, (50 


N ͤ ⁰ & 


(a) In this poſition, if the Black were to 
play firſt, the White would win the game. 

(5) Had he played his King to his Biſhop's 
third ſquare, he would have loſt the game, by 
your advancing your King towards his Pawn, 


( 2} 


| 4+ | 
Wh, The K. at his Kt. fourth ſquare, 
Bl. The K. at his B. third ſquare. 
9 
b. The K. at his Kt. third ſquare. 
Bl. The K. at his fourth ſquare. (c) 
6 | 


Wh. The K. at his B. third ſquare. | 
Bl. The K. at his B. fourth ſquare. (d) 


N Q::T 8. 


(c) Had he played his King to his Biſhop's 
fourth ſquare, you would have got again the 
move over him ; which would have given you 
the game. 

(d) As he does not puſh his Pawn, nor give 
you leave to take the place oppoſite to his 
King, it muſt be a drawn game, 


2 


(123) 


OBSERVATIONS 


ENDS of PAR TIES. 


A SINGLE Pawn cannot win, if the ad- 
verſe King is placed in oppoſition to it, 

A ſingle Pawn may win, if the King is be- 
fore the Pawn. 

Two Pawns againſt one muſt win, almoſt 
in all caſes: but he that has the two Pawns, 
muſt avoid changing one of them with the 
adverſary's Pawn. 

A Pawn, and any Piece whatſoever, muſt 
win in all cafes, the two Rooks Pawns only 
excepted ; where the Biſhop muſt be of the 
ſame colour with the ſquare at which the 
Pawn may make a Queen: for if the Biſhop 
is of another colour, it is then a drawn game. 

Two Knights alone cannot mate, 

Two Biſhops alone may mate. 


( 124 ) 
A Rook, againſt a Knight, its: a drawn 


game. 

A Rook, againſt a Biſhop, makes a drawn 
game. 

A Rock and a Knight, againſt a Rook, PL 
a drawn game. 

A Rook and a Biſhop, againſt a | Queen, 
makes a drawn game. 

A Rook and a Knight, againſt a Queen, 
makes a drawn game. 

A Queen, againſt a Biſhop and a Knight, 
may win the game. 

A Rook, againſt a Biſhop and two Pawns, 
makes a drawn game. 

A Rook, againſt one Knight and two Pawns, 
makes a drawn game, becauſe, in either caſe, 
he who has only the Rook cannot be hindered 
ſacrificing it for the two Pawns. 

A Queen, againſt one Rook and two Pawns, 
makes a drawn game. 


RULES of the GAME, 


The Laws or Conſtitutions of a Game are 


originally eſtabliſhed, either to prevent or 
decide conteſts ; becauſe, by defining what 
is in itſelf indefinite, by determining that 
which, without any explanation, would be 
uncertain, they put an end to all obſtinacy 
and diſpute. Theſe ftatutes, founded at 
firſt in reaſon, conſecrated afterwards by 
cuſtom, confirmed at length by the prac- 
tice of the beſt players, and the approbation 
of the moſt illuſtrious authors, may be 
reduced to the XVII following Rules, 
which the Society or Club of Cheſs in 
England have adopted for their code. 


% ( 
J. 


Tu E Cheſs- board muſt be turned in ſuch a 


manner, that both players may have the white 
ſquare at their right hands, 


II. 


He that gives a Piece is ſuppoſed to have 
the move, unleſs it be agreed otherwiſe. In 
games without odds, lots muſt be caſt for the 
move, which afterwards becomes alternate. 


III. 


If a Pawn or Piece has been forgotten at the 
beginning of the game, it will be in the adver- 
fary's choice, ' either to begin the game afreſh, 
or to go on, permitting nevertheleſs the Piece 
forgotten to be again ſet in its place. / 


IV. 


If it is agreed to give the advantage of a | 
Piece, or a Pawn, and it has been forgotten 1 
at the beginning of a game, it will be left to | ka 
the choice of him who has ſuffered by ſuch a 
miſtake, to go on with the game, or to begin 1 
it again. | 
2 1 
A Piece once touched muſt be played, un- | 
leſs it is ſaid, in touching it, Fadoube: but if Y 
by chance it is diſplaced or overturned, it will 1 
be allowed to put it right, and ſet it again in N 
its place. 


128 = 4 HL E © 
| VI. 


If you touch one of your adverſary's Pietes 
without ſaying Fadoube, he has a right to 
oblige you to take it; and in caſe it was not 
takeable, you, who have touched it, muſt play 
your King if you can, | 


VII. 


When one has quite left a Picee, he cannot 
take it again, to play to anether place; but ſo 
long as he keeps his hold of it, he is at liberty 
to play it where he pleaſes, 


VIII. 


Whoever makes a falſe move, muſt play his 
King, as in Rule VI. but no falſe move can 
be recalled after the adverſary's next move: 
ſo the poſition muſt remain, as if ſuch irre- 
gular move, not revoked in time, had been 
juſt. 

1 IX. ES 

Every Pawn which has reached the eighth 
or laſt ſquare of the cheſs-board, is entitled to 
make a Queen, or any other Piece that ſhall 
be thought proper; and this, even when all 
the Pieces remain on the cheſs-board. 

| X. 

Any Pawn has the privilege of advaneing 
two ſquares, at its firft move: but, in this 
eaſe, it may, in paſſing, be taken by any Pawn 
which might have taken it if it had been 
puſhed but one move, 5 


S FT 4 a6 


XI. 


The King, when he caſtles, can only go 
beyond two ſquares, that is, the Rook with 
which he caſtles muſt take its place next to 
the King; and this laſt, leaping over, will be 
poſted on the other ſide of the Rook. (a) 


XII. 


The King cannot caſtle when in check, 
nor after having been moved, nor if in paſſing 
he was expoſed to a check, nor with a Rook 
which has been removed from its place: and 
he that caſtles when he ſhould not do it, muſt 
play his Rook touched, or his King, at his 
own choice, 


XIII, 


If a player gives check without warning, 
the adverſary will not be bound to ward it 
off; and he may conſequently play as if ſuch 
check did not exiſt: but if the firſt, in play- 
ing the next move, were to ſay, Check, each 
muſt then come back from his laſt move, as 
being falſe, and he that is under check is to 
take it off, 


XIV. 
If the adverſary warns you of a check, with- 


(a) The old way of caſtling in ſeveral countries, and 
which till ſubſiſts in ſome, was to leave to the player's 


diſpoſal all the interval between the King and the Rook, 


incluſively, to place therein theſe two Pieces. 
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out however giving it, and you in conſequence 
touch either your King, or any other piece, 
vou will then be allowed to retract your move 
ſo long as your adverſary has not yet made his 
next move. 


XV. 


If any one touches a piece which he cannot 
play without giving check, he muſt then play 
his King; and if his King cannot be played, 
the fault is of no conſequence. 


XVI. 


When one has nothing elſe to play, and 
his King being out of check cannot ſtir with- 
out coming to a check, then the game is 
ſtale-mate. In England, he whoſe King 1s 
ſtale-mate wins the game (6); but in France, 
and ſeveral other countries, the ſtale-mate is a 


drawn game, 
XVII. 


At all the concluſions of parties, when a 
player ſeems not to know how to give the 
diffcult mates, as that of a Knight and a Bi- 
ſhop againſt the King, that of a Rook and a 
Biſhop againſt a Rook, &c. at the adverſary's 
requeſt, fifty moves on either {ide muſt be 
appointed for the end of the game: theſe 
moves being over, it will be a drawn game. 


% This rule is grounded on the deciſion of ſeveral 
authors; particularly, it is to be found in the edition of 


the Calabroit, printed in London in the year 1656, 


( 131 ) 


Mu. exn.mor being of opinion that an 
entire collection of the games he has played 
without looking over the Cheſs-board would 
not be of any ſervice to the lovers of the game, 
he will only publiſh a few parties he has played 
againſt three players at once, ſubjoining there- 
to the names of his reſpectable adverſaries, in 
order to prove and tranſmit to poſterity a fact 


that future ages might otherwiſe entertain ſome 
doubts of, 


T he following Account appeared in the London 
News-papers, the gth of May, 1783: 


« Yeſterday, at the Cheſs-club in St. James's 
Street, Mr. Philidor performed one of thoſe 
wonderful exhibitions for which he is ſo 
much celebrated. He played at the ſame time 
three different games, without ſeeing either of 
the tables. His opponents were Count Bruhl, 
Mr, Bowdler, and Mr. Maſeres. 'To thoſe who 
underſtand cheſs, this exertion of Mr, Philidor's 
abilities muſt appear one of the greateſt of 
which the human memory is ſuſceptible. He 
goes through it with aſtoniſhing accuracy, and 
often corrects miſtakes in thoſe who have the 
board before them. Mr. Philidor fits with his 
back to the tables, and ſome gentleman preſent, 
who takes his part, informs him of the move 
of his antagoniſt, and then, by his directions, 
plays his Pieces as he diQtates.” 


K 2 


TS 


In the triple party before mentioned, Mr. 
Philidor gave the move to Count Bruhl and 
Mr. Bowdler, and the advantage of a Pawn 


and the move to Mr. Maſeres : the moves 


have been played alternately. 


1. 
Ib. The K. P. two moves. 
Bl. The ſame. 
2. 
Wh. The K. B. at his Q. B. fourth ſquare. 
Bl. The Q. B. P. one move. 
3. | 
Mb. The Q. at her K. ſecond ſquare. 
Bl. The Q. P. one move. 
4. 
Wh. The Q. B. P. one move. 
Bl. The K. B. P. two moves. 
8. 
Wh. The Q. P. one move. 
BI. The K. Kt. at his B. third ſquare. 
6. 
Wh. The K. P. takes the B. P. 
Bl. The Q. B. retakes the K. P. 


Count BRunr's Party. 


FFF 


(1 


8 7. 
Mb. The Q. P. one move. 
BI. The K. P. one move. 


8. 
Wh. The Q. B. at the adverſe K. Kt. fourth 
ſquare. | 
Bl. The Q. P. one move. 
9 


Wh. The K. B. at the Q. Kt. third ſquare. 
B/. The K. B. at his Q. third ſquare. 


10. 


Wh. The Q. Kt. at his O. ſecond ſquare: 
Bl. The Dae 2 1 


11. 


Ip. The K. R. P. one move. 
Bl. The ſame. 


12. 


Wh. The Q. B. at his K. third ſquare. 
Bl. The Q. at her K. ſecond ſquare. 


13. 
Wh. The K. B. P. two moves. 
Bl. The K. R. P. one move. 


14. 
Wh. The Q. B. P. one move. 
Bl. The Q. R. P. one move. 


K 3 
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| 
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h 15. 

Wh. The Q. B. P. takes the P. 

BI. The Q. B. P. retakes the P. 
16. 


Wh. The Q. at her K. B. ſecond ſquare, 
BI. The K. caſtles with his R. 


1 
Wh. The K. Kt. at his K. ſecond ſquare, 
Bl, The Q. Kt. P. two moves. 
18. 
Ih. The K. caſtles with his R. 
Bl. The Q. Kt. at his third ſquare. 


19. 


Mh. The K. Kt. at his third ſquare. 
Bl. The K. Kt. P. one move. 


20. | | 
Wh. The Q. R. at its B. own ſquare. 
Bl. The Q. Kt. at the Q. B. adverſe fourth 


ſquare. 


21. 
Wh. The K. Kt. takes the Q. B. 
BI. The K. Kt. P. retakes the Kt. 


22. 
Wh. The Q. gives check at the K. Kt. third 


ſquare. | 


Bl. The Q. covers the check, 
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Ss 
Wh, The Q. takes the Q. 
Bl, The K. retakes the Q. 


24. 
Wh. The K. B. takes the Q. Kt. 
Bl. The Q. Kt. P. retakes the B. 


25. 
Wh. The K. Kt. P. one move. 
Bl. The Q. R. at its Kt. own ſquare. 


26. 


Ih. The Q. Kt. P. one move. 


Bl. The K. B. at the adverſe Q. R. third 
ſquare. 


27. 
Mb. The Q. R. at its Q. B. ſecond ſquare. 
Bl. The Q. Kt. P. takes the adverſe Q. Kt. P. 


28. 


Mb. The Q. R. P. retakes the P. 
Bl. The K. R. at the Q. B. own ſquare. 


29. 
Wh. The Q. R. takes the K. R. 
Bl. The R. retakes the R. 


30. 
Wh. The R. at the Q. R. own ſquare. ox 
Bl. The B. at the adverſe Q. Kt. fourth 
ſquare. 


K 4 


Wh. 


Bl. 


Wh. 
Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 
Bl. 


Wh. 


Bl. 


Wh. 
86 
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31. 
The R. takes the adverſe Q. R. P. 
The R. at the adverſe Q. B. third ſquare. 


32. 
The K. at his B. ſecond ſquare. 
The R. at the adverſe Q. third ſquare. 


33- 
The R. at its Q. R. ſecond ſquare. 
The B. takes the Kt. 


| 34- 
The R. retakes the B. 
The R. takes the Q. Kt. P. 


35. 
The R. at the Q. B. ſecond ſquare. 
The K. R. P. one move. | 


30. 
The R. gives check at the adverſe Q. B. 


ſecond ſquare, 


The K. at his Kt. third ſquare. 


37 
The K. Kt. P. takes the R. P. 
The Kt. at his R. fourth ſquare. 


38. 


The R. at the adverſe Q. ſecond ſquare. 
The Kt. takes the K. B. P. 


1* Z 


8 
| 
1 
? 
F 
: 
; 
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39- 


Wh. The B. takes the Kt. | 

Bl. The R. gives check at the adverſe K. B. 

| third ſquare. 
40. 

Wh. The K. at his Kt. ſecond ſquare. 

Bl. The R. takes the B. 
41. 

Wh. The R. takes the Q. P. 

BI. The R. at the adverſe K. B. third ſquare. 
42. 

Mö. The R. at the adverſe Q. own ſquare. 

Bl. The R. at the adverſe Q. third ſquare. 
43+ 

Wh. The Q. P. one move. 

Bl. The K. B. P. one move. 


Wh, 
Bl. 


44. 


The Q. P. one move. 
The R. gives check at the adverſe Q. 


ſecond ſquare. 


45. 


The K. at his own B. ſquare. 


The K. at his B. ſecond ſquare. 


46. 
The K. R. P. one move. 
The K. P. one move. 
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47. 
Mp. The K. R. P. one move. 
BJ. The K. B. P. one move, and won the 
game. | 


Mr. BowDLER's Party. 


Wh. The K. P. two moves. 
Bl. The Q. B. P. two moves. 


2. 


Wh. The K. B. at his Q. B. fourth ſquare. 
Bl. The K. P. one move. 


Zo 
Mb. The Q. at her K. ſecond ſquare. 
B/. The Q. Kt. at his B. third ſquare, 


4. 
Wh. The Q. B. P. one move. 
Bl. The Q. R. P. one move. 


5. 
ß. The Q. R. P. two moves. 
Bl. The Q. Kt. P. one move. 


6. 


Wh. The K. B. P. two moves. 
B/. The Q. P. one move. 


Wh. 


Bl. 


Wh, 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl, 
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a 7. 

The K. Kt. at his B. third ſq uare 

The K. Kt. at his K. ſecond ſqua re 
8. 


The K. B. at his Q. R. ſecond ſqua re 
The K. Kt. P. one move. 


9. 
The Q. P. one move. 
The K. B. at his Kt. ſecond ſquare. 
- I O. 
The Q. B. at his K. third ſquare. 
The Q. P. one move. 


Wh, The Q. Kt. at his is Q.ferond {quare, 


The K. caſtles, 


12. 


The K. caſtles with his R. 
The K. B. P. two moves. 


13. 
The K. P. one move. 
The K. R. P. one move. 


14. 
The Q. P. one move. 
The Q. B. P. one move. 


15. 
The Q. Kt. P. two moves, 
The Q. Kt. P. one move. 


Wh. 


Bl. 


The K. B. retakes the Q. Kt. P. 


The K. B. takes the Q. Kt. 


. The K. R. at its Kt. own ſquare. 
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I6. 


The K. B. at his Q. Kt. ſquare. 
The Q. B. at his Q. ſecond ſquare. 


17. 


The K. B. at his Q. B. ſecond ſquare. 


The Q. at her B. ſecond ſquare. 
| 18. 


The K. R. P. one move. 
The K. at his R. ſecond ſquare. 


19. 


The K. at his R. ſecond ſquare. 


The Q. Kt. at his R. ſecond ſquare. 


20. 


The K. Kt. P. two moves. 
The Q. Kt. P. takes the Q. R. P. 


21. 


The Q. Kt. at its fourth ſquare. 
22. 


The Q. B, retakes the B. 
„ | 


The ſame. 


24. 
. The K. R. at his K. Kt. third ſquare. 
The Q. R. P. one move. 4 
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| 25. 
Ih. The Q. Kt. P. takes the Q. R. P. 
Bl. The Q. R. retakes the P. 


26. 
Wh. The K. R. at its K. Kt. own ſquare, 
Bl. The K. R. at its Q. R. own ſquare. 
27. 
Wh. The Q. R. takes the R. 
Bl. The Q. retakes the R. 


28. 
Mb. The R. at the Q. B. own ſquare. 
BI. The Q. at the adverſe Q. R. third ſquare. 


29. 
Wh. The Q. Kt. at his K. B. own ſquare. 


Bl. The Q. at the adverſe Q. Kt. third 
{quare. 


30. 
Wh. The Q. at her own ſquare. 


B/. The R. gives check at the adverſe NES 
ſecond ſquare, 


31. 
The B. covers the check at his Q. ſecond 


ſquare. 


The Q. takes the Q. 


32. 
The R. retakes the 
The B. at the adverſe Q. R. fourth {quare, 
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33. 
Wh. The R. at its Q. Kt. own ſquare. 


Bl. The Q. B. at the adverſe Q. Kt. third 
ſquare. 


34. 
Mb. The K. at his Kt. third ſquare. 
BJ. The Kt. at his Q. B. third ſquare. 


35. 
Mh. The Q. Kt. at his K third ſquare, 
Bl. The K. B. at his own ſquare, 


36. 
Wh. The Q. B. at his own ſquare. 


BI. The K. B. at the adverſe Q. R. third 
ſquare. 


37. 
Fb. The K. R. P. one move. 
Bl. The K. B. takes the B. 


38. 
Wh. The R. retakes the B. | 
Bl. The Kt. at its Q. ſecond ſquare, 


39. 
Wh. The K. R. P. one move. 
Bl. The R. at the adverſe K. ſecond ſquare. 


40. 
Mp. The R. at his K. own ſquare. 
BJ. The R. takes the R. 


il 
: 
1 
£ 
1 

0 

4 
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41. 
Ip. The K. Kt. retakes the R. 
Bl. The K. B. P. takes the P. 


42. 


Wh. The K. retakes the P. 
BI. The Kt. at his K. B. fourth ſquare. 


43. 
Ib. The Q. Kt. takes the Kt. 
Bl. The K. Kt. P. retakes the Kt. and gives 


check. 
44. 
Wh. The K. at his Kt. third ſquare. 
Bl. The B. at the adverſe Q. own ſquare. 


45. 


The Kt. at his K. B. third ſquare. 
The B. takes the Kt. 


46. 
The K. retakes the B. 
The K. at his Kt. ſecond ſquare. 


47* 
The K. at his third ſquare. 
The K. at his B. ſecond ſquare. 


48. 
The K. at his Q. ſecond ſquare, 
The K. at his ſecond ſquare. 
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5 40. 
Wh. The K. at his Q. B. ſecond ſquare. 
Bl. The K. at his Q. ſecond ſquare. 


50. 
Wh. The K. at his Q. Kt. ſecond ſquare. 
Bl. The K. at his Q. B. third ſquare. 


SI. 
Wh. The K. at his Q. R. third ſquare. 


Bl. The K. at his Q. Kt. fourth ſquare, and 
makes a drawn game. 


Mr. Mas ERES“ Party, 
When he had received the K. B. P. and the move. 


15 
Wh. The K. P. two moves. 
BI. The K. Kt. at his R. third ſquare. 
a 2. ; o _s 
Wh. The Q. P. two moves. | 
BI. The K. Kt. at his B. ſecond ſquare. - 


3. 
Wh. The K. B. at ils Q. third ſquare. 
Bl. The K. P. one move. 
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4. 


M. The K. Kt. at his B. third ſquare; 
Bl. The Q. P. two moves. 
| 5. 

Wh. The K. P. one move. 

Bl. The Q. B. P. two moves. 
6. 

Mp. The Q. B. P. one move. 

Bl. The Q. Kt. at his B. third ſquare; 
7. 

Wh. The Q. B. at his K. third ſquare. 

Bl 


Wh. 


Mb. 


Wh, 
Bl. 


The K. B. at his 


Vol. II. 


The Q. Kt. P. one move. 


8, 
The K. B. at the adverſe Q. Kt. fourth 


ſquare. 


The Q. B. at his Q. ſecond ſquare. 


9. 
The O. R. P. two moves. 
The Q. R. P. one move. 
10. 
Q: third ſquare. 
The K. Kt. P. one move. 


11. 


The K. caſtles, | 
The Q. at her B. ſecond ſquare. 


L 
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12. 
Wh. The Q. at her K. ſecond ſquare. 
BI. The Q. B. P. one move. 


| 13. 
Mp. The K. B. at his Q. B. ſecond ſquare. 
BI. The Q. R. at its Kt. own ſquare. 


14. 
Mb. The Q. Kt. at his R. third ſquare. 
Bl. The K. B. at his K. ſecond ſquare. 


13 
Wh. The K. R. P. one move. 
BI. The K. caſtles with his R. 


16. 


Mb. The K. Kt. at his R. ſecond ſquare, 
B/. The Q. Kt. P. one move. 


17. 
Wh. The Q.R. P. takes the P. 
Bl. The Q. R. P. retakes the P. 


18. 


Ih. The Q. at the K. Kt. fourth ſquare. 
Bl. The K. at his Kt. ſecond ſquare. 


19. 
Wh. The K. B. P. two moves. 
Bl. The K. Kt. at his R. third ſquare. 


20. 


Wh. The Q: at the K. Kt. third ſquare. 
Bl, The K. Kt. at the K. B. fourth ſquare, 


Wh. 
Bl. 


6 


21. 


The K. B. takes the Kt. 
The K. R. retakes the B. 


22. 


©. 


Mb. The Q. at the K. B. third ſquare, 
BJ. The Q. Kt. P. one move. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl, 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
BY, 


23. 
The Q. B. P. takes the P. 
The Kt. retakes the P. 


24. 
The K. Kt. P. two moves. 
The K. R. at his B. own ſquare. 
45. 
The Q. at the K. Kt. ſecond ſquare. 
The Kt. at the adverſe Q. third ſquare. 
26. 


The Q. B. at his own ſquare. 
The Q. at her Kt. third ſquare. 


27. 
The Q. Kt. at his Q. B. ſecond ſquare. 
The Kt. takes the Q. B. | 
28. 
The Q. R. retakes the Kt. 
The Q. takes the Q. Kt. P. 


29. 
The Q. Kt. at his K. third ſquare; 
The Q. takes the Q. 


L a 


IWh. 


Wh. 


The Q. R. at its 
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ä 30. 
The K. retakes the Q. 
The Q. R. at the adverſe Q. Kt. third 


ſquare. 


31. 


The K. R. at his B. third ſquare. 


The Q. R. at the adverſe Q. third ſquare. 
32. 


. own ſquare. 
The Q. B. at the adverſe Q. R. fourth 


{quare. 


33 
The Q. R. takes the R. 
The Q. B. P. retakes the R. 


34. 


The K. Kt. at his B. own ſquare. 


The K. B. at the adverſe & Kr. fourth 


ſquare. 


35. 


The R. at its K. B. ſecond ſquare. 


The K. B. at the adverſe Q. B. third 
ſquare. 
36. 


The R. at the Q. R. ſecond ſquare. 
The Q. B. at the adverſe Q. Kt. third 


ſquare. 


37. 
. The R. at his K. B. ſecond ſquare, 
The K. B. takes the Q. P. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


1 


38. 


The R. at its Q. ſecond ſquare. 
The R. takes the K. B. P. 


39. 
The R. takes the P. 
The Q. B. at the adverſe Q. B. fourth 


ſquare. 


AK» 
The Q. Kt. takes the B. 
The Q. P. retakes the Kt. 


41. 


. The R. at its K. B. third ſquare. 


The R. takes the R. 


42. 
The K. retakes the R. 
The B. takes the K. P. 


43. 
The K. at his own K. fourth ſquare, 
The B. at his K. B. third ſquare. 


44. 
The Kt. at his K. third ſquare. 
The Q. B. P. one move. 


45+ 
The K. at his Q. third ſquare. 
The K. at his B. ſecond ſquare. 


L3 


Wh. 
Bl. 


Wh. 
Bl. 


Ih. 
Bl. 
Wh. 
Bl. 


Ib. 
Bl. 


Ih. 
BI. 


Wh. 
Bl. 


Ih. 
Bl. 
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46. 


The Kt. at his Q. own ſquare, 
The K. at his ſecond ſquare. 


47. 
The Kt. takes the P. 
The B. takes the Kt. 


48. 
The K. takes the B. 
The K. at his Q. third ſquare. 


49. 


The K. at his Q. fourth ſquare. 
The K. P. one move and gives check. 


50. 

The K. at his own fourth ſquare. 

The K. at his own third ſquare, 
51. 


The K. R. P. one move. 
The ſame. 


52. 
The K. at his own third ſquare. 
The K. at his Q. fourth ſquare. 
53 


The K. at his Q. third ſquare. 
The K. P. one move, and gives check. 


r 


| 5.4. 
ZVh. The K. at his own third ſquare. 
B/. The K. at his own fourth ſquare. 


| 55» 
Wh. The K. Kt. P. one move. 
Bl. The K. R. P. one move. 


56. 
Mp. The K. at his own ſecond ſquare. 
Bl. The K. at the adverſe K. B. fourth ſquare. 


57 
J/Vh. The K. at his own B. ſecond ſquare. 
Bl. The K. at the adverſe K. Kt. fourth 
ſquare. 


58. 


J/h. The K. at his own third ſquare. 
BI. The K. takes the K. R. P. 


59. 
Wh. The K. takes the P. 
Bl. The K. takes the K. Kt. P. and wins the 
game. 


Another Maich, played at the Cheſi-club, the 
10th of May, 1788, againſt Count Bruhl, Mr. 

| Nowell, and Mr. Leycefter. — Mr. Nowell and 
Leycgſter received the odds of the Pawn 
and the move, and Count Bruhl only the move. 


Mr, 


Wh. 
Bl, 


Wh. 
B.. 


Wh. 
Bl. 


Wh, 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


6 


Party of Count BRUHL. 


I, 


The K. P. two moves. 
The lame. 


2. 
The K. B. P. two moves. 
The K. P. takes the P. 


3 
The K. Kt. at his B. third ſquare. 
The K. Kt. P. two moves. 


a 

The K. B. at bis Q. B. fourth ſquare, 

The K. B. at his Kt. ſecond ſquare, 
{ 


The K. R. P. two moves. 
The K. R. P. one move. 


6. 


The K. R. P. takes tlie P. 
The K. R. P. retakes the P, 


Wh. 


Bl. 


Wh. 


Wh. 
Bl. 


Wh. 
Bl. 


. The 


The 


. The 


? The K. B. at his 
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_ 
The R. takes the R. 
The K. B. retakes the R. 


8. 


QF. two moves. 
'The K. Kt. P. one move. 


9. 
The Q. B. takes the K. P. 
The K. Kt. P. takes the Kt. 


10. 
Q. takes the Kt. P. 
The Q. at her K. ſecond ſquare. 


11. 


Q. B. P. one move. 
The K. Kt. at his B. third ſquare. 


12. 


. The Kt. at his Q. ſecond ſquare, 


The Q. P. two moves. 
13. 


Q. third ſquare, 
The Q. P. takes the P. 


"7 
The Kt. retakes the P. 
The K. Kt. takes the Kt. 


12 
The Q. takes the Kt. ä 
The Q. takes the Q. : 
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I 6. 


The B. takes the Q. 
The Q. B. P. one move. 


17. 
The K. at his Q. ſecond ſquare. 
The Q. B. at his K. third ſquare. 


18. 


The Q. Kt. P. one move. 
The Kt. at his Q. ſecond ſquare. 


19. 
The R. at the K. R. own ſquare. 
The K. B. at his own third ſquare, 
20. 

. The K. at his Q. B. ſecond ſquare. 
The K. caſtles. 

3 
The Q. B. at the adverſe Q. third ſquare. 
The Kt. at the Q. Kt. third ſquare. 


22. 
. The Q. B. at the adverſe Q. B, fourth 


ſquare. 


The K. at the Q. B. ſecond ſquare. 


23. 
. The R. at the adverſe K. R. ſecond 
{quare. 


The R. at the K. R. own ſquare. 


Bl. 


( 


| 24. 
The 


Wh. Q. B. P. one move. 
Bl. The R. takes the R. | 
25. 
Ih. The K. B. takes the R. | 
Bl. The Kt. at his Q. ſecond ſquare. 
| 26. 
Ih. The K. at his Q. third ſquare. 
B/. The Kt. takes the B. 
27. 
Wh. The Q. P. retakes the Kt. 
Bl. The K. B. at his K. ſecond ſquare. 
28. 
Wh. The Q. Kt. P. one move. 
Bl. The Q. R. P. one move. 
29. 
Ih. The Q. R. P. one move. 
Bl. The K. B. P. two moves. 
30. | 
Mb. The B. at the adverſe K. Kt. third ſquar 
Bl. The K. at his Q. ſecond ſquare. 
31. 
Wh. The B. at the adverſe K. R. fourth ſquare, 
Bl. The K. B. at his K. Kt. fourth ſquare. 
2. 
1h. The B. at his Q. own ſquare. 


The K. B. at the adverſe Q. B. own ſquare, 


Ss 


33- 
The B. at his Q. R. fourth ſquare. 
The K. B. takes the Q. R. P. 


34. 


The K. at his Q. B. third ſquare. 
The K. B. at the adverſe Q. B. own 
ſquare. | 


es 

The B. at his Q. own ſquare. 

The K. B. at the adverſe K. B. fourth 
ſquare. 


36. 


The K. at his Q. fourth ſquare. 
The K. at his ſecond ſquare. 


37% 

The Q. Kt. P. one move. 

The K. at the K. B. third ſquare. 
38. 

. The B. at the K. B. third ſquare. 

The Q. B. at his Q. ſecond ſquare. 


39. 
The Q. Kt. P. one move. | 
The K. B. at his K. Kt. fourth ſquare. 


40. 
Y. The B. at his Q, own ſquare. 
The K. B. at the res K. R, founth 


{quare, 4 


- 


as 3 


| 41. 
Ih, The K. at his third ſquare. 
Bl. The K. at his fourth ſquare. 


42. 

Mb. The B. at his K. B. third ſquare. 

B/. The K. B. at his K. ſecond ſquare. 
43. 

Ih. The K. at his Q. third ſquare. 

Bl. The K. B. takes the P. 


44. 
I/h. The K. at his Q. B. third ſquare. 
Bl. The K. B. takes the P. 


45 
1h. The K. at his Q. Kt. third ſquare. 
Bl. The K. at the adverſe Q. fourth ſquare, 


and wins the game. 


Mr. NowkELI's Party. 


1. 


Ah. The K. P. two moves. 
The K. Kt. at his K. R. third ſquare. 


2. 


The K. B. at the Q. B. fourth ſquare. 
The K. P. one move. 


Wh. 
Bl. 


IWh. 
Bl. 


IWh. 
Bl. 


IWh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 
BY. 
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3. 
The Q. P. one move. 
The K. Kt. at his K. B. ſecond ſquare. 


4. 


The K. B. P. two moves. 
The Q. P. two moves. 


5. 


The K. B. at his Q. Kt. third ſquare. 
The K. B. at his Q. B. fourth ſquare. 


6. 
The K. Kt. at his K. B. third ſquare. 
The K. caſtles. 
7. 
The K. P. one move. 
The Q. B. P. one move. 
: 8. 


The Q. P. one move. 


The K. B. at his Q. Kt. third ſquare. 
| 9. 


The Q. R. P. one move. 
The Q. at her K. ſecond ſquare, 


10. 


The K. caſtles with his R. 
The Q. B. P. one move. 


Wh. 


Bl. 


Wh. 


Bl, 


I/h. 


Bl. 


Ih, 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


FWh. 


Bl. 
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11. 


The Q. B. P. one move. 
The Q. Kt. at his B. third ſquare. 


12. 

The Q. B. at his K. third ſquare. 
The Q. B. at his Q. ſecond ſquare. 

13. 
The Q. at her K. ſecond ſquare. 
The K. Kt. P. one move. 

14. 
The K. B. at his Q. B. ſecond ſquare. 
The K. Kt. at his R. third ſquare. 

15. 


The Q. Kt. at his Q. ſecond ſquare. 
The K. Kt. at his B. fourth ſquare. 


16. 


The K. R. at his B. ſecond ſquare. | 
The K. Kt. takes the B. 
17. 
The Q. retakes the Kt. 
The Q. R. at his B. own ſquare. 


18. 


The Q. Kt. at his third ſquare, 
The Q. B. P. takes the P. 


3 


| 
| 


x 
4 
'Y 
! 
'Y 
7 
*Y 
+4 
. 
q 
a 
q 
= 


Wh. 


Bl. 


. The K. at his R. ſecond ſquare. 


The Q. at the K. Kt. third ſquare. 
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19. 


The Q. Kt. retakes the P. 


The Q. Kt. takes the Kt. 
20. 


The K. Kt. retakes the Kt. 
The Q. R. at the adverſe Q. B. fourth 
ſquare. 


21. 


The Q. R. at its Q. own ſquare. 
The Q. R. at his Q. B. own ſquare. 


22. 


The K. R. P. one move. 
The K. R. at his B. ſecond ſquare. 


43. 


The Q. R. at its K. B. own ſquare. 
24. 


The K. B. at his Q. own ſquare. 
8 | 
The Q. R. at its K. B. own ſquare. 
The Q. Kt. P. two moves. 
26. 


The Q. at her K. third ſquare. 
The Q. R. P. two moves. 


Vol. II. 


3 


27. 


The K. R. at his B. third ſquare. 


The K. R. at his Kt. ſecond ſquare. 


28. 


The Q. at her ſecond ſquare. | 
The K. B. at his Q. B. ſecond ſquare. 


29. 


The K. B. at his Q. third ſquare. 


The Q. R. at its Kt. own ſquare. 
30. 


The K. at his own R. ſquare. 


The K. Kt. P. one move. 
31. 


. The K. R. at his Kt. third ſquare. 


The K. Kt. P. takes the K. B. P. 
32. 


. The K. R. takes the R. 


The Q. retakes the R. 


33» 
The R. takes the P. 
The Q. takes the K. P. 


34- 


The R. gives check at the K. Kt. fourth 


ſquare. 


The K. at his R. own ſquare. 
M 


Ih. 


Wh. 
Bl. 
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35. 


The Kt. at the K. B. third ſquare. 


The Q at her K. B. third ſquare. 
36. 


. The R. at the K. R. fourth ſquare. 


The K. at his Kt. own ſquare. 
37. 


The B. takes the R. P. and gives check. 


The K. at his Kt. ſecond ſquare. 
38. 


The K. B. at his Q. third ſquare. 


The R. at the K. R. own ſquare. 
39. 
The R. at the K. Kt. fourth ſquare, and 


gives check. 


The K. at his B. own ſquare. 


40. 


The Q. at her K. third ſquare. 


The K. at his own ſquare. 
41. 


. The R. at the adverſe K. Kt. third 


{quare. | 
The Q. at the adverſe K. B. fourth 
ſquare. 


42. 
The Q. at the adverſe Q. B. fourth 


ſquare. 


The K. at his Q. own ſquare, 
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43» | 
I. The R. at the adverſe K. Kt. ſecond 


{quare. 


Bl. The Q. at her third ſquare. 


44. 


Nb. The Q. at her K. third ſquare. 
Bl. The R. at the K. B. own ſquare, 


45. 
Wh. The Q. at the adverſe K. Kt. fourth 


ſquare, and gives check. 
Bl. The K. at his Q. B. own ſquare. 


46. 


Wh. The Q. at her ſecond ſquare. 
Bl. The K. P. one move. 


| 47. 
I/h. The R. at the adverſe K. Kt. third 


ſquare. 


Bl, The Q. B. at his K. third ſquare. 

48. 
Wh. The Q. at the adverſe K. R. third ſquare. 
Bl. The R. at its K. own ſquare. 

49. 


Ih. The B. takes the Q. Kt. P. 
Bl. The R. at his K. ſecond ſquare. 


M 2 


Wh. 


BI. 


Wh. 


Bl. 


Wh, 
Bl. 


Wh. 


Bl. 


Wh. 
Bl. 


Wh. 
Bl. 


Wh. 


Bl. 


Wh. 


Bl. 


The Q. takes the 


( 164 ) 


3% 
The Q. at the adverſe K. R. own ſquare, 
and gives check. 
The K. at his Q. Kt. ſecond ſquare. 


51. 
The R. at the adverſe K. Kt. fourth 


ſquare. 
The K. P. one move. 


$26. 
The Kt. at the adverſe K. fourth ſquare. 
The K. at his Q. Kt. third ſquare. 


KL 
The Q. R. P. one move. 
The K. P. one move. 


S4. 
The K. Kt. at his K. B. third ſquare. 
The Q. B. at his Q. ſecond ſquare. 


$5 # 


The Q. at her fourth ſquare, and gives 
check. 


The Q. at her Q. B. fourth ſquare, 
56, 
The K. retakes the Q. 


57. 
The B. takes the B. 
The K. P. one move. 


6 


—_ 


© 16s 3 
58. 


7h. The K. Kt. at his K. own ſquare; 


Bl. 


The R. takes the B. 
59. 


Wh. The K. at his Kt. own ſquare. 


Bl. 


The R. at his K. B. ſecond ſquare, 
60, 


Wh. The Kt. at his K. B. third ſquare. 


Bl, 


The R. takes the Kt. and wins the game, 


Mr. LzYCEs8TER's Party. 


Ih. The K. P. two moves. 


Bl. 


Bl. 


The Q. B. P. two moves. 
2» 


Wh. The Q. at the adverſe K. R. fourth 


ſquare, and gives check, 
The K. Kt. P. one move. 


3 
Mb. The Q. takes the Q. B. P. 
BI. 


The Q. Kt. at his B. third ſquare, 
| '{ 


Bl. 


Bl. 


Wh. 
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4 
The Q. B. P. one move. 
The K. P. two moves. 


5. 


The Q. at her K. third ſquare. 


The K. Kt. at his B. third ſquare, 


6. 
The K. R. P. one move. 
The Q. P. two moves. 


7. 
The K. P. takes the P. 
The K. Kt. retakes the P. 


8. 


The Q. at her K. ſecond ſquare. 


The K. Kt. at the adverſe K. B. fourtl 
ſquare. 


Je 
The Q. ather K. B. third ſquare. 
The K. B. at his R. third ſquare. 


10. 


. The K. B. at the adverſe Q. Kt. fourth 


ſquare. 
The K. caſtles with his R. 
11. 


The Q. at her K. fourth ſquare. 
The Q. B. at the K. B. — ſquare. 
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I2, 


Wh. The Q. at her QB. fourth ſquare, and 


Bl. 


Bl. 


Bl. 


. The 


. The 


gives check. 
The K. at his R. own ſquare. 


13. 
Q. at her K. B. own ſquare. 
The Q. B. at the adverſe Q. * 


ſquare. 
14. 
The K. B. takes the Q. B. 
The K. Kt. retakes the B. and gives 
check. 
15. 
The K. at his ſecond ſquare. 


The K. R. takes the K. B. P. and gives 
check, 


16. 
Q. takes the K. R. 
The K. Kt. takes the Q. 


17. 


. The K. takes the Kt. 


The Q. at the adverſe Q. third ſquare. 
18. 


The K. Kt. at his K. ſecond ſquare. 
The R. at its K. B. own ſquare, and 
gives check. 


M4 
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19. 
Mb. The K. at his own ſquare. 
BI. The K. P. one move. 


20. 


Mp. The K. R. at the K. B. own ſquare. 
- BI, The R. takes the R. 


21. 


Mb. The K. retakes the R. 
Bl. The Q. at the adverſe Q. B. ſecond 
ſquare. 
22. 


Mp. The K. to his own ſquare. 
Bl. The Kt, at his K. fourth ſquare, 


23. 
Wh. The Q. Kt. at his R. third ſquare, 


B“. The Kt. at the adverſe Q. third ſquare, 
and gives check. 


24. p 
Wh. The K. at his B. own ſquare. 
Bl, The Q. at the adverſe Q. own ſquare, 
and gives check-mate, 
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Cheſs-club, Saturday, March 13, 1790. 


Mr. Philidor played three games at once; two 
without ſeeing the boards, and the third on 
looking over the table. His opponents were 
the Hon. H. S. Conway, Capt. Smith, and 
Mr. Sheldon. The game (Mr. Philidor 
being allowed to fee the Pieces) was againſt 


Mr. Conway ; the move he gave to each of 
his adverſaries. 


Hon, H. S. Conwar's Party. 


I, 


Bl. The K. P. two moves. 
Wh. The ſame, 


2. 


Bl. The K. B. at his Q. B. fourth ſquare. 
Wh. The Q. B. P. one move. 


. 3. 
Bl. The Q. Kt. at his B. third ſquare. 
Ih. The K. B. at his Q. third ſquare. 


4. 
Bl. The Q. P. one move. 
Wh. The K. B. at his Q. B. ſecond ſquare. 


BJ. 


Wh. 


Bl. 


IIb. 


C90 3 


5 


The Q. at her K. B. third FER 


The Q. at her K. ſecond ſquare. 


6. 
The Q. B. at the adverſe K. Kt. "WY 


{quare. 


The K. Kt. at his B. third ſquare. 


75 
The K. Kt. at his K. ſecond ſquare. 


The Q. P. one move. 


1 
The K. R. P. one move. 


The Q. B. at his K. third ſquare. 


9. 
The K. B. at his Q. Kt. third ſquare. 
The Q. Kt. P. two moves. 

10. 


The K. caſtles with his Q. R. 


The K. R. P. one move. 


11. 


The Q. B. takes the K. Kt, 


The Q. takes the Q. B. 


12. 
takes the 


The Q. . 
The K. Kt. P. retakes the Q. 


Enn 


13. 
Bl. The Q. P. one move. 
Wh, The Q. R. P. two moves. 


14. 
Bl. The K. B. P. two moves. 
Wh. The K. P. takes the Q. P. 


| 15. 
Bl. The Q. R. takes the P. 
Wh, The Q. R. P. one move. 


16. 
Bl. The K. B. takes the Q. B. 
Wh. The K. B. P. retakes the B. 


17. 
Bl. The K. R. at his Q. own ſquare, 
Mb. The K. at his ſecond ſquare. 


18. 
B/. The K. Kt. at his own ſquare. 
h.. The Q. Kt. at his Q. ſecond ſquare, 
19. 


Bl. The K. Kt. at his B. third ſquare. 
Wh. The K. R. P. one move. 


| 20. 
Bl. The K. P. one move. 
Wh. The K. B. P. takes the K. P. 


4K 
Bl. The K. Kt. retakes the P. 
Wh, The Q. Kt. takes the K. Kt. 


Bl. 
Wh. 


Bl. 
Wh. 


5 
* 
— 
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32. 


The K. B. P. retakes the Kt. 
The Q. P. one move. 


23; 


Bl. The K. R. at his K. own ſquare. 

Wh. The Q. R. at his K. B. own ſquare. 
24. 

B/. The Q. R. at his Q. third ſquare. 

Mb. The Q. R. at his K. B. fourth ſquare. 
25. 

Bl. The Q. Kt. P. one move. 

h. The Q. R. P. takes the P. 

| 26. 
Bl. The Q. R. P. retakes the P. 
Wh. The Q. R. takes the K. P. 


47. 
The K. R. at his B. own ſquare. 


The Q. R. at his K. Kt. fourth ſquare. 


28. 
The K. Kt. P. one move. 


The K. R. at his Kt. own ſquare. 


29. 
The K. Kt. at his K. ſecond ſquare. 
The K. P. one move. 


30. 
The Q. R. at his K. B. third ſquare. 
The K. R. at his Kt. ſecond ſquare. 


Bl. 


By. 


( 173 ) 
31. 


The Q. R. at the adverſe K. B. third 


ſquare. | 


The B. at his Q. third ſquare, 


32. 


The Q. R. at the adverſe K. R. third 


ſquare. 


„ The K. R. at his K. Kt. third ſquare. 


33. 
The Q. R. takes the R. 


The Q. R. retakes the R. 


34. 


The R. at the adverſe K. B. fourth ſquare. 
The K. P. one move. 


35. 
The R. takes the K. R. P. 


. The B. takes the K. Kt. P. 


36. 
The Kt. takes the B. 


The R. retakes the Kt. 


37. 
The K. at his Q. ſecond ſquare. 


The K. at his Q. third ſquare. 


38. 


The R. at the adverſe K. R. own 


ſquare. 


Mp. The K. at his Q. B. fourth ſquare. 


- * 
* 
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39+ 
The Q. B. P. one move. 


Ih. The Q. Kt. P. one move. 


BI. 


40. 
The Q. B. P. takes the P. 


Wh. The K. at the adverſe Q. fourth ſquare. 


41s 


Bl. The R. at the K. R. adverſe third ſquare-' 
Hh. The R. at the adverſe K. Kt. ſecond 


Bl. 


ſquare, and gives check. 


42. 
The K. at his Q. B. own ſquare. 


Hh. The K. P. one move. 


Bl. 


43 | 
The R. takes the O. B. P. 


Wh. The R. gives check at the adverſe K. Kt. 


own ſquare. 


44. 


Bl. The K. at his Q. Kt. ſecond ſquare. 


Hh. The K. P. one move. 


Bl. 


Wh. 


Bl. 


45. 


The R. at the adverſe K. third ſquare. 


The K. P. makes Q. 


46. 
The R. takes the Q. 


Wh. The R. takes the R. and wins the game. 
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Mr. SHELDON's Party. 


. 
Bl. The K. P. two moves. 
Wh. The ſame. 


2 


Bl. The K. B. at his Q. B. fourth ſquare. 
Wh. The Q. B. P. one move. 


%* 
Bl. The K. Kt. at his B. third ſquare. 
Wh. The Q. P. two moves. . 


4. 


Bl. The K. P. takes the Q. P. 
Wh. The Q. B. P. retakes the K. P. 


- 7 

Bl. The K. B. athis Q. Kt. third ſquare. | 
Wh. The Q. Kt. at his B. third ſquare. j 
6. 


Bl. The Q. P. two moves. 
Wh. The K. P. one move. 


7 
Bl. The K. Kt. at the adverſe K. fourth 


ſquare. | 


The Q. B. at his K. third ſquare. 


— ——— — ͤꝓ —W-ã—5ͤ5422—50 — 


Bl. 


Wh. 


Bl. 


Wh. 


Bl. 
Wh. 


Bl. 
Wh. 


Bl. 
Wh. 
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8. 


The K. caſtles, 
The K. B. P. one move. 


9. 
The K. Kt. takes the Q. Kt. 
The Q. Kt. P. retakes the Kt. 


10. 


The K. B. P. one move. 
The K. B. P. one move. 


11. 


The Q. B. at his K. third ſquare. 
The K. Kt. at his B. third ſquare. 


12. 


The Q. Kt. at his Q. ſecond ſquare. 
The K. B. at his Q. third ſquare. 


13. 
The Q. B. P. two moves. 
The K. caſtles. 


14. 
The K. B. at his Q. R. fourth ſquare. 
The Q. at her B. ſecond ſquare, 


15. 
The K. B. P. one move. 
The K. Kt. at the adverſe K. Kt. dutch 
{quare. 
16, 


The Q. at her K. ſecond ſquare. 
The Kt. takes the B. 4 
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17. 
Bl. The Q. retakes the Kt. 
Wh. The Q. B. P. one move. 


18. 


Bl. The Kt. at his Q. Kt. third ſquare. 
Wh. The Q. P. takes the Q. B. T7). 


19. 
Bl. The Kt. takes the Q. B. P. 
Wh. The K. B. takes the Kt. 
20. 
Bl. The Q. P. retakes the K. B. 
Mb. The Q. R. at his Q. B. own ſquare. 
21. 


Bl. The Q. P. one move at the adverſe 
2. B. third ſquare, 
Wh. The K. R. at its Q. own ſquare. 


22. | 
Bl. The K. R. at its Q. own ſquare. 


Mb. The K. R. at the adverſe Q third ſquare. 


23. 
Bl. The K. R. takes the R. 
Mb. The Q. B. P. retakes the R. 


24. 
Bl. The B. at his Q. Kt. third ſquare. 
Wh. The B. takes the B. 
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25. 
Bl. The Q. R. P. retakes the B. | 
Wh. The Q: at her Kt. thixd ſquare, | 


26. 
Bl. The K. at his B. ſecond ſquare. 
Wh. The Q. takes the Q. 


27. 
Bl. The K. retakes the Q, 
Wh. The R. takes the P. 


28. 


Bl. The R. takes the P. 
Wh. The R. at its Q. third ſquare. 


| 29. f 
Bl. The K. at his Q. ſecond ſquare, 
Wh. The K. P. one move, and gives check. 


| 30. 
Bl. The K. takes the K. P. 
Wh. The Q. P. one move. 


31. 
Bl. The R. at its Q. R. own ſquare. 
Wh. The Q. P. makes a Q. and wins the 


game. 
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Captain SM1ITH's Pariy. 


Bl. The K. P. two moves. 
Wh. The ſame. 


2, 


Bl. The K. B. at his Q. B. fourth ſquare, 
Wh. The K. Kt. at his B. third ſquare. 


3. 
Bl. The Q. P. one move. 
Wh. The Q. B. P. one move. 


4. 
B/. The Q. B. at the adverſe K. Kt. fourth 


ſquare. 


Fb. The K. R. P. one move. 


[ 
Bl. The Q. B. takes the K. Kt. 
Wh. The Q. retakes the B. 


6. 


Bl. The Q. Kt. at his B. third ſquare. 
Wh. The Q. Kt. P. two moves. 


7. 
Bl. The K. B. at his Q. Kt. third ſquare. 
Wh. The Q. R. P. two moves, 


N 2 


Wh. 
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Bl. 


The Q. at her ſecond ſquare. 
The Q. B. at his K. third ſquare. 


The K. B. P. retakes the B. 


Wh. 
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8. 
The Q. R. P. one move. 


The K. B. at his Q. B. fourth ſquare. 


| £ Ye 
The Q. Kt. at his B. third ſquare. 
The Q. P. one move. 


10. 


. 
The K. B. takes the Q. B. 


12. 


The K. caſtles with his R. 
The K. Kt. P. two moves. 


13. 
The K. R. P. one move. 


The Kt. at his Q. ſecond ſquare. 


14. 


The K. Kt. at his K. R. ſecond ſquare. 
. The K. R. P. one move. 


| 15. 
The K. Kt. P. one move. 
The K. at his ſecond ſquare. 


6181 | | 1 

16. | 

Bl. The K. at his Kt. ſecond ſquare. | "4 

Mb. The Q. P. one move. 1 

17. ; 

Bl. The K. B. P. one move. 

Wh. The Kt. at his K. B. own ſquare. 
18. 


Bl. The Q. Kt. at his K. ſecond ſquare. 
I/h. The Kt. at his K. Kt. third ſquare. 


19. 
Bl. The Q. B. P. one move. 
Mb. The Q. R. at the K. Kt. own ſquare. 


20. 


Bl. The Q. P. one move. 
Mb. The B. at his Q. Kt. third ſquare. 


21. 


Bl. The Q. P. takes the K. P. 
Wh. The Q. retakes the Q. P. 


22. 


Bl. The Q. Kt. at his Q. fourth ſquare. 
Wh, The K. at his Q. ſecond ſquare, 


23. 
Bl. The Q. R. at his K. own ſquare. 
Wh. The K. R. P. one move. 


Bl. 


Wh. 
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24- 
The Q. at her K. B. ſecond ſquare, 
The B. at his Q. B. ſecond ſquare. 


25. 
The Q. Kt. at his K. ſecond ſquare, 


. The K. R. P. takes the K. Kt. P. 


26. 


The Q. takes the K. R. P. 
The Q. takes the Q. 


27. 
The Q. Kt. retakes the Q. 
The Kt. gives check at the adverſe K. B. 
fourth ſquare. 
28. 


The K. at his R. own ſquare. 
The K. R. takes the K. R. P. 


29. 
The K. R. at its K. Kt. own ſquare. 


. The K. R. takes the K. Kt. and gives 


check. 


30. 
The K. takes the R. 


The R. gives check at his K. R. own 
ſquare. | 
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31. 
Bl. The Kt. at the adverſe K. R. fourth 


ſquare. 


Hh. The R. takes the Kt. and gives check. 


32. 
Bl. The K. at his Kt. third ſquare. 


Wh, The Kt. at the adverſe K. R. third ſquare, 
and gives check with the B, 


33s 
BJ. The K. at his Kt. fourth ſquare, 
Mb. The R. at the adverſe K. R. fourth 
ſquare, and gives check-mate, 
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